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DRUID 2-SAY YOUR PRAYERS! KARATE KID2-HIP CHOP! 


GAME OVER-EIGHT TO THE FINISH! BATTLESHIPS-AHOY! 
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AME NOW ON COMPUTER 




PHASE 1-ENEMY IN SIGHT 

Using skill and judgement you must plot your fleet's 
gunfire onto an elusive enemy. You will need to know 
the measure of your opponent... and outguess him! 


Spectrum Cassette £7.95 

Commodore 64 Cassette £9.95 

Commodore 64 Disc £14.95 

Amstrad Cassette £8.95 

Amstrad Disc £14.95 

Atari ST coming soon 


PHASE 2- 
ATTACK 

Fire!! On your command, 
your guns and bombers 
roar into action. 

Stunning battle scene g 
graphics give you, the 
.Commander, an up to the 
minute picture of the 
Rattle as it unfolds. 


Spectrum 


CBM 64 


PHASE 4- 
THE VICTOR 

To the victor, the spoils. Enjoy 
the fanfare of the victory 
sail-past in glorious graphic 


Now your fleet undergoes the 
nightmare of attack. Besieged by 
bombers and under fire from 
enemy guns, outmanoeuvre your 
opponent's fleet and prepare ^ 
to counter-attack. I 




ELITE SYSTEMS LTD. 
Anchor House, 

Anchor Road, Aldridge, 
Walsall, West Midlands 
WS9 8PW 

Telephone: (0922) 59165 
Telex: 336130 ELITE G 


Spectrum 


Mail order, 

just send a cheque or 

postal order payable to 

ELITE SYSTEMS LTD. 
or quote y our credit card No. 


PLAYER 1 r IRE IS 





































































SPECIALS 


45 PLAY CALIFORNIA 
GAMES FOR REAL 

Your chance to win all the equipment you'll need 
to play California games for real. We're giving 
away a surf board, BMX bike, skate board, roller 
skates, frisbee and hacky sack. Just the prize for 
what's left of the Summer. 

74 TONY COTTEE 
BLOWS BUBBLES 


To mark our scoop review of this long 
awaited super blaster we have a 
suitable mega prize — one shiny new 
Amiga A 500. 


15 MEGA 

APOCALYPSE — 


MEGA PRIZE 



Nick Kelly talks to the ace West Ham and England 
striker about football, computer games, and 
Firebird's latest coin-op signing. Our roving Irish 
reporter also takes a pasting at Bubble Bobble. 

82 PINBALL 
BOUNCES 
BACK 

6 BUZZ 

First glimpse of the big Autumn launches, plus a 
PCW show preview, and all that's hot in the 
Commodore world. 

10 CHARTS 

58 FREE MEGA POSTER 

Pull out and stick on your wall. A poster to mark 
the launch of Mega-Apocalypse by our mega-artist 
Angus Fieldhouse. 

73 ARCADES 

Nick Kelly reviews R Type, APB, and Captain Silver. 
All dead certs for conversion. Read all about it in 
the best coin-op column in the business. 

86 PLAY TO WIN 

93 LETTERS 

102 INTO THE VALLEY 

Knight Ore finally arrives from Level 9 to a cautious 
thumbs up from the big man. Adventure news, 
Campbell's Comment and the biggest helpline yet. 




112 TOMMY’S TIPS 
114 HOTSHOTS 



Put the flags out, uncork the bubbly, happy days 
are here again — with a rush of great new 
Commodore software. After a shakey start to the 
year with no really brilliant games coming out, 
suddenly everything has changed — with no less 
than five Screen Stars in this issue. We nearly had 
a Super Star on our hands in the shape of 
California Games — the epic Epyx title just missing 
our premiere accolade. 

With the big Christmas launches yet to come it 
could be a vintage year for Commodore games. 


SCREEN SCENE 


13 Bubble 50 Pile Up 


Bobble 

14 Mega 

Apocalypse 

18 Street E^aseball ^ 



21 MrsMopp 

22 Discovery 
24 On the Tiles 


53 Prohibition 

54 Revenge of the 
Mutant Camels 

56 The Tube 
60 Druid II 
62 Pirates 

64 Amiga Karate _ 
66 Karate Kid II ▼ 



26 Living Daylights 

28 Battleships 

30 Jackie and Wide, 
Destructo, and 
Deliverance 

33 Centurions 

37 Pirates of the 
Barbary Coast 

38 Black Magic 

40 Scary Monsters 

42 California 
Games 

46 Traxxion, Mr 
Weems, and 
Lazer Zone 

48 Game Over 



Winter Games 
Space Quest 


▼ The 
Living 
Day¬ 
lights 
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ACTUAL CBM 64 SCREENS 


Commodore 64/128 cassette (£9.99), disk (£14.99), Spectrum 48K 

System 3, 23, Pond Street, Hampstead, London NW3 2PN. 01 438 8448 

Mail Order: Activision (UK) Ltd., Units 3 & 4 Lloyds Close, Finedon Rd. Industri 

Distributed by Activision (UK) Ltd. 


ial Estate, Wellingborough NN8 4FR. 


















































AMIGA LEVIATHAN 

We hear from those nice folk at English 
Software that we'll soon be seeing their 
Amiga version of that Zaxxonic shoot 'em up. 
Leviathan. With its left and right diagonally 
scrolling planetscapes, its stirring digitised 
music and sound effects and its striking 
graphic landscapes now captured on 512K's- 
worth, it certainly looks like this high-quality 
space-age blast-or-be-blasted will be one for 
Amiga-owners to look out for. Doubting 
Thomases can see Amiga Leviathan pre¬ 
viewed on video on the US Gold stand at the 
PCW Show. 


COMPLETE 


Yes, it's another wacky game from that utter 
utter utter software house. Virgin. How To 
Be A Complete Bastard is, of course, based 
upon the book of the same name, written by 
one Adrian Edmondson, better known to the 
great unwashed as Vyvian, the destructive 
psycho-punk with studs in his forehead and 
appalling table manners in The Young Ones. 
HTBACB finds Ade gatecrashing a yuppie 
party and immediately setting about making 
life really nasty for as many of the designer 
guests as he can. The object is to incapaci¬ 
tate every single guest to score millions of 
Bastard points and to light up every letter in 
the phrase COMPLETE BASTARD by carrying 
out as many socially unacceptable activities 


as he can conjure up in his miniscule brain 
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young 
that the 
derive their 
gone missing fro 
of Omens. And, as if 
Thundercats the 
too. All, that is 
Lion-o. This 
searching game 
"a cross between 
A fog and Ghosts 
Ho! So there. 


RED L.E.D. 


In Red L.E.D., from Ariolasoft, your mission is 
to cross a grid by filling in a path, in the style 
of the T.V. quiz show. Blockbusters. But 
instead of having to answer questions to fill 
in your squares, you've got to fight for 'em. 
"You", in Red L.E.D. are any one of three 
cuddly Battle Droids. Each square represents 
a disembodied landscape floating in outer 
space, and you've got to collect all the 
energy pods on each landscape and find the 
exit in order to "fill in" the square, using 
whichever of your three droid personas has 
the most useful characteristics for that land¬ 
scape's terrain. You've also got plenty of 
nasties trying to prevent you from doing 
your task, and there's always the chance 
you'll absent-mindedly fall off the edge of a 
landscape into the bottomless abyss. You've 
got just 60 minutes to battle your way across 
the screen, and every time you're hit, your 
time is cut. Good luck Jim, as they say. 
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SUPER SPRINT 


Cashing in on Mansell madness, Activision 
have just announced that they'll be releasing 
the 64 conversion of the arcade hit. Super 
Sprint towards the end of this month. With 
one or two player options, you can either 
race against a mate or against the computer 
on eight different courses. There are opening 
and closing gates to be negotiated, ramps to 
be jumped, oil spills to be avoided and 
golden wrenches to be acquired as you 
speed around the track (these may be traded 
in for enhancements to your silver dream 
machine). You'll even face the occasional 
tornado on your road to fame, fortune, laurel 
wreaths and a nice big bottle of bubbly. Now, 
what could be nicer? 


Listen 'ere, you ignorant lot: it's about time 
you got in a bit of culture, see? So we've 
decided to draw your attention to Ivanhoe. 
No, no, you fools, not the book (we presume 
that even you will have at some point cast 
your beady peepers over a copy of Sir Walter 
Scott's great medieval romance). No, what 
we're referring to is Ivanhoe — the Computer 
Novel (that's posh talk for "adventure 
game", we fink), the latest release in a series 
from Action software. You'll wander from 
tourneys (that's hip mediaeval speak for a 
joust) to the crusades, stopping off at places 
like the mighty castle of Torquilstone (home 
of Front-de-boeuf, you clots, the bloke who 
kidnapped Rebecca, daughter of one of 
Ivanhoe's closest mates). You'll maybe even 
drop into Sherwood Forest, where, who 
knows, you might encounter a Merry Man or 
two. Now if this doesn't broaden your minds 




QUEDEX 


This latest offering from ace shoot 'em up 
programmer Stavros Fasoulas is notable for 
a couple of reasons. For one thing, it's not a 
shoot 'em up, but a multi-puzzle maze-style 
game: you've got nine levels, with different 
kinds of mazes to negotiate and different 
challenges and, just for a change, you the 
player can choose which section you wish to 
play rather than being slavishly tied to the 
order of play. And for another, Quedex will 
be young Mr Fasoulas' last game, at least for 
a long time. Being a Finn, you see, ol' Stav is 
obliged to do a period of service in the armed 
forces, and his number's just come up, so it's 
drop the flow-chart and catch the next plane 
home for him. Apparently, he's not sure 
whether he'll go back into games program¬ 
ming when he's finished his national service, 
so this could be your last chance ... 





Steaming in the wake of their critically- 
acclaimed Southern Belle , Hewson's second, 
and latest, steam train simulation Evening 
Star will bring C64-owning train-spotters 
along the route of the old Somerset and 
Dorset Line. Your mission? Simply to bring 
your train, pulled by the - 
last of the British-Rai! built 
steam locomotives, from 
Bath to Bournemouth. A 
doddle to all you CU 
hotshots, used to 
destroying entire races of 
aliens before breakfast, 
right? Wrong: driving a 


steam engine is no joke, especially when 
you're talking about the hilly track over the 
Mendips that you've got to negotiate. There 
are five skill levels in this simulation, and 
literally hundreds of things to mess up. A 
must for all would-be Ivor-the-engine- 
drivers. 













































OLYMPIA 

GAMES 


Basil — he'll 
be there! 



Yes, yes, it’s that time of year 
again, when everybody who’s 
anybody, and many who are 
nobody, converge upon 
Olympia, London, for the 
Personal Computer World 
Show. 

Between Wednesday 
September 23rd and Sunday 
September 27th is when it’s all 
happening: the first two days 
are for the trade only, but from 
Friday 25th onwards, it’s open 
to all. 

All the big names in software 
will be there, vying with one 
another for your attention and 
sponduliks with better stands 
and more games on show than 
ever before. 

Commodore will be 
occupying an entire "village” 
within the hall, in the ground 
floor Addison Suite. Among 
many other exhibits of interest, 
you’ll able to enjoy a special 
exhibition of the history of 
Commodore Machines. Another 
innovation on show which is 
bound to attract a lot of 
attention will be touch-sensitive 
And you just WH 

know that we'll be ▼ 

there!!! 



screens, which dispense with 
the need for a keyboard in the 
playing of many games. 

Among the games that 
Gremlin will be featuring on 
their two-storey stand will be 
their Walt Disney licence, Basil 
The Great Mouse Detective, and 
we’re told that Basil and his 
arch-rival Rattigan will be there 
in the fur! Other interesting- 
looking exhibits will be 
Alternative Games, Masters of 
the Universe (not to be 
confused with US Gold’s one) 
and Compendium, and 
apparently Gremlin’s very own 
mascot, a walking, talking, 
living and very ugly green 
gremlin will be present also. 

Meanwhile, over at the 
Mastertronic stand, the major 
attraction will be the appearance 
of the US National Video Game 
Team, who will betaking on a 
British team — which includes 
our very own Daniel Gilbert and 
Ferdy Hamilton — on as-yet- 
unreleased arcade games 
developed by Mastertronic’s 
recently-established coin-op 
branch, Arcadia. 

Firebird’s stand will feature 
both the original arcade 
versions and the conversions of 
their two recently-acquired 
licences, Bubble Bobble and 
Flying Shark, and there’ll also 
be a lot of people milling around 
for a rumoured showing of Star 
Trek. 

Ocean will have an array of 
arcade machines on show, 
representing their recently- 
acquired licences for Renegade, 
RastanSaga, Combat School, 
Gryzor and Athena, and hope to 
be showing the conversions 
too. They’re also intending to be 
previewing the eagerly-awaited 
film licence, Platoon. 

Activision’s major products 
will include Predator (based on 
the Arnold Schwarzenger 



the crowds over too with 
previews of arcade licences like 
Super Sprint, Super Hang-On 
and Firetrap. 

Microprose's stand will 
feature the talents and wit of 
their boss, “Wild” Bill Stealey, 
and they’ll be demonstrating 
their sims on an amazing 
hydraulically-controlled flight 
simulator. 

US Gold will be there too, 
and no doubt will be pulling the 
crowds with their Epyx 
products. The publicity 
department were being a wee bit 
coy when we asked, but we 
understand that there’s a strong 
likelihood that Out Run and 720° 
coin-ops will be on display. 

Piranha will be showing off 
Roy of the Rovers, Yogi and 
Through the Trapdoor, and hint 
that Roy, Yogi and the 
redoubtable Berk may be there 
in person (bear? thing?). 

And Domarkwill be 
publicising their “Not a Penny 
More, Not a Penny Less” with a 
personal visit by “Poor” Jeffrey 
Archer himself. 

Among the hundreds of other 
companies in attendance will be 
Elite, Konami, Hewson, 
Electronic Arts, ANCO, Digital 
Integration, Mirrorsoft, Palace, 
Incentive Software and Durrell. 

And, of course, no visit to 
PCW would be complete 
without experiencing the cosmic 
brilliance of the fantabulous 
Commodore User stand, 
featuring free coin-ops, live 
music, hundreds of surprise 
guests and even, if you’re really 
lucky, a rap with the CUCrew 
themselves. 

Be there, as they say, or be 
eternally regretful. 


Prepare 

for 

Combat 

Aaaaah so. Continuing their 
recent policy up grabbing top coin 
licenses within minutes of their 
appearance in the Arcades, Ocean 
have signed up copyrights to two 
more arcade smashes. 

Gryzor and the much fancied 
Combat School. Gryzor is a 
traditional arcade hack, maim and 
slaughter game with wicked graphics 
and an amazing funky soundtrack 
which is only spoiled by the rather 
loud sound FX which deafen the 
games player. The rough plot to 
Gryzor is grab a decent weapon with 
your hyper-fit arm which can almost 
break the sound barrier as it swings 
through 360°. Pumping the laser 
equivalent of one of Nick Kelly’s 
shirts, you have to blast your way 
through several technoramatic 
landscapes, the only thing driving 
you onwards being the thought of a 
ginormously large 90% death-proof 
computer at the end of it all. Good 
fun, eh? The second title is Combat 
School (as recently played by Euge 
Lacey and Marillion’s Mark Kelly) the 
green beret verson of Decathlon, 
with you guiding your super tough 
marine through various assault 
courses and other trials, in the 
pursuit of excellence. 

These titles will be released in time 
for Christmas, but, as most 
experienced gamesters already 
know, never trust a release date. 

Those who can’t wait will have a 
chance to try the original coin-ops out 
on Ocean’s PCW Show stand. 


movie) and their conversion of 
the wacky coin-op, Rampage. 
Also viewable on their stand will 
be System 3’s follow-up to The 
Last Ninja, Bangkok Knights, 
which is a Thai boxing sim. And 
Activision’s sister label Electric 
Dreams will no doubt be pulling 

Roy — will he be 
there? 
























With the advent of the Amiga’s extraordinary sound reproduction 
capabilities, the hackers have been having a field day. Word had 
already reached us of superfab mixes of toons by such worthies (?) 
as Dire Straits (“Money for Nothing”) and Queen (“Its A Kind of 
Magic”) cropping up on Amiga demo discs, with some suitably tasty 
screens thrown in. But what really made us realise that a new wave of 
ultra-trendy hip-hackers were beavering away out there was when a 
grubby but perfectly formed demo of Run-DMC’s pervlicious Aeros- 
mith outtake “Walk This Way” fell into our hands. We loaded it up and 
— PHEW!!!— we were treated to an incredible digitised re-mix of said 
hip-hop anthem stripped-down, sharpened up and utterly irresist- 
able. No more excuses, you softie software houses, we know it can 
be done. So which of you is going to be first with a truly crucial Amiga 
rap-soundtrack??? 



Domarcher 


“As the train gathered speed he 
tried his opening gambit, which 
was quite good by his normal 
standards: ‘What a super picture 
on the front of Vogue taken by my 
old friend Patrick Lichfield. ’ " 

What an ace way to get the 
attention of a demure stranger with 
whom you happen to be sharing a 
train carriage! And what a 
tremendously scintillating prose 
style! And what the heck is this stuff 
doing in Buzz? 

Well, it just so happens that we 
found a hefty package on our desk 


the very morning that Rich-Man- 
Poor-Man-Rich-Man Jeffrey Archer 
was anxiously awating the verdict of 
the jury in his scandal-filled libel 
action against the Daily Star. 

“In the News Today”, began the 
covering letter brightly, “JEFFREY 
ARCHER. By now you should have 
heard the verdict!” Phew! we said, 
this is stirring stuff first thing in the 
morning from those publicity¬ 
conscious Domark folk, but why are 
they telling us all this? The awful truth 
slowly dawned: they’re bringing out a 
Jeffrey Archer game! And that heavy 


Amiga 

offer 

This is dedicated to all you out 
there who’ve ever dreamed of 
owning an Amiga, and the monitor 
to go with it. 

Commodore have announced the 
next step in the war against Jack 
Tramiel’s Atari 520 and 1040 Sts. 
They’re slashing an amazing 
hundred quid off the Amiga, plus a 
similar reduction off the A1081 colour 
monitor giving you the total package 
at two hundred sobs less than the 
official asking price—an attractive 
offer don’t you agree? 

If you’re a registered Commodore 
owner you should be receiving two 
vouchers for a hundred quid, one for 
the machine, the other for the 
monitor, through the post shortly. But 
you’ll have to get the dosh together 
pretty quickly—the offer closes 
September 12th. 



package that comes with the press 
release isn’t an enormous chocolate 
bribe, it’s one of His Notoriousness’ 
books! 

Yes, Domark and Poor Jeffrey 
have got together to bring you, the 
great game-playing public, a 
“graphic adventure” based on our 
Jeff’s first ever novel, “Not A Penny 
More, Not a Penny Less”, and to 
promote it they’ve been dispensing 
copies of this best-selling paperback 
to all and sundry, including even us. 

Apparently, you will find yourself 
“living the role of Stephen Bradley 
the Oxford Maths don who has lost a 
small fortune by investing in a 
fraudulent oil company” as the said 
Stephen sets out to get his own back 
on the multi-millionaire crook who 
swindled him. 

Older readers may recall that 
“Not A Penny More, Not a Penny 
Less” (the book) was written when 
the former chairman of the 
Conservative Party was a bankrupt 
business man, and was largely 
inspired not by artistic considerations 
so much as Mr Archer’s desire to 
raise a large amount of dosh in a 
hurry. Of course, you should not take 
seriously the cruel suggestions of 
that hardened cynic, Mike “Rabid 
Pinko” Pattenden that “NAPM, 
NAPL” (the game) might owe its 
existence to any such base or 
capitalistic motives. We’re sure it will 
be an absolutely wunnerfool game, 
and can hardly wait for its release 
this Autumn, (yeurrghh!) 



Musical Software: HMV, one of the 
first stores to challenge the 
superiority of the Virgin Mega- 
Stores in Oxford Street, are now 
dishing out a real kick in the 
goolies for Branson and Co by 
opening a new software department 
on the first floor of their Hi-Tech 
Oxford Street branch. Among other 
things they will be catering for 
extreme tastes, stretching even to 
those who own IBM PC 
compatibles. 



Tweet, tweet. Firebird are preparing 
an all out assault on the budget 
market once more by introducing a 
host of new re-leases to add to their 
already large Silver range. These 
releases include; Decathlon, Zenji, 
River Raid and Rainbow Dragon. All 
are retailing for £1.99. 



Hieroglyphic horror: In CRL’s latest 
game, Book of the Dead , you play 
the part of a young Egyptian godling 
called Kteth. But your daddy 
murders Osiris the head honcho of 
the gods, and gets caught, charged, 
convicted, and subsequently thrown 
out of heaven. You, being his son, 
have to carvy the burden of his 
guilt. So, you have to set about 
finding the 'Book of the Dead’ so 
you can die and get back to heaven. 
Erm, sounds right. Book of the 
Dead will cost £8.95 on tape. 



Hacker hacked: Those of you with a 
taste for the art of the possible 
(that’s politics to you down the 
back row) will be thrilled to hear 
that Mosaic Publishing (the same 
crowd that brought you The Secret 
Diary Of Adrian Mole) have decided 
to bring out a game based on the 
antics of Jim Hacker, MP, and his 
faithful, if devious acolytes Sir 
Humphrey and Bernard, in the 
brilliant comedy TV show, Yes, 
Prime Minister. Can you, the 
hapless PM, steer the leaky ship of 
state through a turbulent week in 
Westminster? Find out in October. 
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READERS COIN-OP CHART 


1. OUTRUN 


2. INDIANA JONES AND THE TEMPLE OF DOOM 


3. ROADRUNNER 


4. RENEGADE 


5. DOUBLE DRAGON 


Out Run continues to live up to its name and whips the 
competition. But will Double Dragon beat its predecessor. 
Renegade ? And what about fab newies like R-Type and 
APB? Write and tell us what your top five coin-ops and 
you could walk away with a T-shirt. Send those top fives 
to COIN-OP CHART, COMMODORE USER, PRIORY 
COURT, 30-32 FARRINGDON LANE, LONDON EC1R 3AU. 


ADVENTURE CHART 

TM 

LM 



1 

NE 

DEFENDER OF THE CROVl^ 

1 MIRRORSOFT 

2 

1 

KILLED UNTIL DEAD 

US GOLD 

3 

NE 

STAR WRECK 

ALTERNATIVE 

4 

4 

SHADOWS OF MORDOR 

MELBOURNE HOUSE 

5 

NE 

GUILD OF THIEVES 

RAINBIRD 

6 

5 

MASTERS OF THE UNIVERSE US GOLD 

7 

3 

FRANKENSTEIN 

CRL 

8 

2 

PORTAL 

ACTIVISION 

9 

8 

KOBYASHI 

MASTERTRONIC 

10 

NE 

ALTERNATIVE REALITY 

DATASOFT/US GOLD 



'-!& 2 it#?. 







TOP TEN WORST FIZZY DRINKS 

Voted the most gut-wrenching, stomach dissolving, 
wind-inducing, teeth-rotting. Drain numbing, uncool 
fizzing by the CU team. 

1. Dr. Peppers (10 day old coke). 

2. Cream Soda (any brand at all). 

3. Vimto (anagram of vomit). 

4. Quattro (bad enough without the awful green 

5. New recipe Coca-Cola (no longer the real thing). 

6. Cherry Pepsi (Coke matured over beechwood). 

7. Tizer (Australians wouldn't give Ills for it). 

8. Lilt (turns the roof of your mouth green). 

9. Cariba (10 day old Lilt). 

10. Kaliber (it is a joke). 


^ v 




















































What games have been thrilling us for the last four weeks? The CU reviewers name 
their hottest plays: 

EUGENE LACEY: Road Runner, Mega Apocolypse, Bubble Bobble. 

NICK KELLY: California Games, APB, Heavy Metal MeRdown (pinball). 

MIKE PATTENDEN: California Games, Bubble Bobble, Monte Carlo (pinball). 
FRANCIS JAGO: Karate Kid II, Winter Games, World Games. 

FERDY HAMILTON: Star Paws, Bubble Bobble, California Games. 

MARK PATTERSON: Barbarian (Psygnosis Amiga), Defender of the Crown, Gryzor. 
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DIMENSION 

computers Ltd. 


27/29 High Street 
Leicester LEI 4FP 
Tel: (0533) 
517479/21874 



THE MIDLAND’S LARGEST COMPUTER STORE 


CBM 64/128 and PLUS 4 COMPANIES PACK 

Sales/Purchase/Nominal Ledgers with Invoicing 

and Stock Control, Disc. £24.95 

“Very easy to use — probably the friendliest 
package I have come across. ” 

Commodore User 

VIZA 


Vizastar XL8 64 . 

.... £99*95- 

£79.95 

VizastarXL8128.. 

.... 

£99.95 

Vizawrite Classic 128. 

.... £99*95-* 

£79.95 

PRECISION 



Superscript 64. 

.... £60*95" 

£39.95 

Superbase 64/+4. 

.... £9086- 

£39.95 

Superscript 64 



& Superbase 64. 

.... £16830" 

£69.95 

Superscript 128 . 

.... S8&95T 

£49.95 

Superbase 128 . 

.... J^95“ 

£49.95 

Superscript 128 



& Superbase 128. 

... XJ893CT 

£89.95 

Superbase, The Book. 


£11.95 


GEOS 

CBM 64/128 Operating System 
Including: Desktop, Geowrite, Geopaint, and 

Desk Accessories, Disc. £49.95 

GEOFILE 

Geos Based Filing System, Disc. £37.50 

COMMODORE 128 COMPENDIUM PACK 
Commodore 128 Computer, C2N Data Recorder, 
Music Maker Keyboard, Spirit of the Stones, 

Jack Attack and International Soccer 
Software. £269.95 


AMIGA RANGE 


including COMMODORE VOUCHER OFFERS 


AMIGA A500/CBM MONITOR OFFER 

AMIGA A500 with COMMODORE 1081 

HIGH RES COLOUR MONITOR, Mouse, 
Workbench, Basic and DPAINT Software 

NORMALLY. E 972 90 

WITH 2 ★ COMMODORE VOUCHERS. £749.95 

AMIGA A500/8833 MONITOR OFFER 

AMIGA A500 with PHILIPS 8833 HIGH RES 
COLOUR MONITOR with STEREO SOUND 
OUTPUT, Mouse, Workbench, Basic and 

DPAINT Software 

NORMALLY. £853.80 

WITH 1 ★ COMMODORE VOUCHER £699 95 

AMIGA A500 

with Mouse, Workbench, Basic, DPAINT 

Software and TV Modulator 

NORMALLY £573 85 

COMMODORE 1081 HIGH RES MONITOR 

NORMALLY. £401.00 

WITH 1 * COMMODORE VOUCHER... £299.95 

WITH 1 ★ COMMODORE VOUCHER... £469.95 

PAGESETTER — Desktop Publishing 


AMIGA A2000 SYSTEM 

AMIGA A2000 COMPUTER with COMMODORE 
1081 HIGH RES COLOUR MONITOR 

Including 1 year on-site maintenance. £1259.00 
PHILIPS 8833 COLOUR MONITOR 

High Res with Stereo Sound Output. £279.95 

AMIGA A500 

Upgrade to 1 Mb. £113.00 

DIGIVIEW 2 Video Digitiser. £169.95 

“Hardware product of the year. ” 

Amiga developers conference. 

GENLOCK — Video controller. Overlays text and 
graphics onto video pictures. 

A1000 Version. £494750“ £449.00 

A500 & A2000 Version. £529^0“ £479.00 


£99*5“ £89.95 


SCRIBBLE II- 

Word Processor. 

GOLDSPELL- Scribble 

spell-checker. £44^95" £37.95 

WORDPERFECT — The best word processor 
on the IBM now available 

for the AMIGA. £295.00 

DELUXE PRINT. £94700* £79.95 

DELUXE VIDEO. £94^KT £79.95 

MUSIC CONSTRUCTION SET £99^5* £84.95 

DELUXE PAINT 2. £449*5T £119.95 

AEGIS ANIMATOR/ 

IMAGES. £449r95~ £99.95 

AEGIS SONIX- 

Synthesiser package. £79^5" £69.95 


FEW ONLY 


Commodore MPS 801 


80 Column Tractor Feed Dot Matrix Printer. 

.£99.95 

Commodore DPS 1101 


Daisy Wheel Printer. 



STAR NL10 Dot Matrix Printer — Print Speed 120 cps in Draft Mode 
and 30 cps in Near Letter Quality Mode; Friction and Tractor Feed; 

5K Buffer; Automatic Single Sheet Paper Set; Front Mode Select Panel 

Commodore version (with CBM 64/128 Printer Lead). £229.95 

Centronics version (with Amiga Printer Lead). £234.95 

Optional Cut Sheet Feeder. £63.95 


1541C DISC DRIVE 
1571 DISC DRIVE 

Both the above include either: 

Software Pack A 

6 Infocom Disc Adventure Games, or 

Software Pack B 

Quick Brown Fox Word Processor, Easyfile Database and 
Future Finance Planning Package 


£199.95 

£249.95 


CBM 64/128 MUSIC EXPANSION SYSTEM 

Including Keyboard, Synthesiser and Software. 

COMPOSER/EDITOR SOFTWARE 

For Music Expansion System, Tape or Disc. 

3-slot switchable C64 Motherboard. 

ACTION REPLAY Mk III 

Tape to Disc Back-up Cartridge. 

NEOS MOUSE 

WITH CHEESE SOFTWARE, Tape or Disc. 

COMMODORE C2N DATA RECORDER. 

TROJAN CADMASTER LIGHT PEN 

Commodore 64. 

Commodore Plus 4/C 16. 

PRINTER RIBBON OFFER 

MPS 801,802 Ribbons. 

MPS 803 & MPS 1000. 

MPS 1101 M.S. Ribbons. 

BUY FOUR AND GET ONE FREE! 
THE EXPERT CARTRIDGE ESM 
Tape to Disc System. 

FREEZE FRAME 4. 


£99.95 

£24.95 

£16.95 

£29.95 

£24.95 

£29.95 

£16.95 

£19.95 

. £5.95 
. £4.95 
. £3.50 


COMMODORE 560P 

2-colour Dot Matrix Printer takes 2 3 / 4 in. roll paper. 
CITIZEN 120D NLQ PRINTER 

Fully Commodore compatible. 

Commodore 1571 Double-sided Drive. 

Commodore 1901 Colour Monitor. 

Philips 64/128 Green Screen Monitor. 

Commodore 1541C Disc Drive. 

Commodore 128D. 

Commodore MPS 1000 CBM/Centronics Printer. 
Commodore 128 Computer. 


JE493T £29.95 


£199.95 
£239.95 
£299.95 
. £89.95 
£189.95 
£399.95 
£229.95 
£199.95 


r 


PERSONAL CALLERS AND EXPORT ENQUIRIES WELCOME 

ALL OFFERS STRICTLY SUBJECT TO AVAILABILITY 

ALL PRICESINCLUDE V.A.T. UNLESS OTHERWISE STATED 

To order, either send cheque/P.O. with coupon or ring (0533) 517479/21874 with 
Access/Barclaycard number. Please allow 7 working days for delivery from receipt of order or 
cheque clearance. 

Please add £1.00 towards carriage and packing on any software order. 

Hardware orders add £1.00 under £65.00 value, and £5.00 over £65.00 value. 

Printer orders add £5.00 towards carriage. 

Send to: Dept. No. CU9, Dimension Computers Ltd., 

27/29 High Street, Leicester LEI 4FP. 

Tel: (0533) 517479/21874 Fax: (0533) 511638 


Item 


Quantity 


COMMODORE MPS 803 TRACTOR FEED UNIT. 

QUICKDISC +1541 FAST LOAD/UTILITY CARTRIDGE 

50 Capacity. 


SY LOCKABLE DISC BOX 


5J* LOCKABLE DISC BOX 100 Capacity . 


£29.95 

£28.95 

£24.95 

£19.95 
.. £9.95 
. £12.95 


Total 


Price 


Name. 

Address. 


Telephone: 























































































































The end of the guest! 


Screen Scene 
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Firebird 
Price: £ 


D espite being stabbed in the 
back by t he Irish el ement in 
the offie^Wh ilst oTTHoMday 
and havina^falf of Firebird whm^ing 
about myRevs review I ar/pto^g 
as an upright journalist toTlwie 
Bubblepobble fairly despitep&yig 
my integrity questioned and 
shoulde^blades pierced. I'm that 
kind of g 

What betowway to restore 
cool than thetttp ^euticj »mt5vment 
of playing a game that should be 
used to ween addicts off heroin. If 
only it wasn't so scalp mutatingly 
frustrating. 

Bubble Bobble is what I'd call an 
old style arcade game. By that I 
mean that it doesn't rely on state-of- 
the-art anything. The graphics are 
unspectacular and so is the sound. 


Mk Looks like 
mine. 'Cep t 
">ese minors 

don't strike. 


To boldly bubble where no dragons 
have bubbled before! 


BB stakes its reputation on mouth 
watering playability. 

You control a cutesome little 
brontasauruswho seems to have 
swallowed a box of Ojm He goes 
round blowing bubbles like a 
diehard, lifelong attender at Upton 
Park. 

But its no easy life for Bronty just 


standing around hurling abuse on 
the terraces. You need to fill your 
ever emptying stomach and being 
something of a trendy filofax 
carrying dinosaur you are a 
vegetarian. Meat is just not on. A 
diet of fruit, cakes and ice creams is 
necessary. To do this you have to 
turn the rampaging ghosts' inedible 


Love conquers all. 

hippopatami and disgusting looking 
purple fish which populate the 
platforms in the game into more 
acceptable fare. Bonuses pop up of 
all shapes and sizes. Umbrellas take 
you on several screens, running 
shoes speed up your movement, 
water droplets can be burst washing 
away nasties, crosses can be 
touched to flood the screen and bits 
of lightning can be burst killing 
everything like a smart bomb. 

Failure to dodge a meanie results in 
extinction. 

It's very simple and immense fun 
to play. All that was needed was a 
software company not to cock it up 
in converting it. Firebird have 
succeeded in doing that with ease 
and turned in a game just as 
playable as its coin op mentor. 

As with any two player game 
working with a friend is added fun, 
helping each other out and then 
stealing the bonuses. 

Bubble Bobble has me foaming at 
the mouth, but it's not an adverse 
reaction, I'm just bursting with 
enthusiasm. 

Mike Pattenden 
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A breakdown of the planets which attack you. Blast the planets whilst they're small. 


MEGA APOCJ 



Martech 

64/128 

Price: 
£9.95 

/cass 


Price: 

£ 14.95 

/disk 


A whizz of fast load makes my 
diskdrive whirr as I sip my 
coffee and wonder if Mega 
Apocalypse is going to be as mega 
as the mutterings on the grapevine 
suggest. 

I nearly fall off my seat when a title 
screen comes up for all the world 
like Crazy Comets and a most 
Paperboy -like voice shouts "get 
ready" 

I'm ready and start to blast away 
at the aliens that buzz my spearhead 
ship quicker than Mike Pattenden 
can say "mine's a pint" where he 
spots a fellow reviewer at the bar in 
the City Pride. 

The very obvious and immediate 
similarities to Crazy Comets (just out 
as a cheapo on the Ricochet label) 
soon fade as "Game Over" flashes 
on the screen seconds after I start— 
and before even reaching stage two. 

When I say fast I mean like 
lightning. The nasties home in on 
your ship in clusters as a 
background of swirling stars gives 
you the impression you are about to 
be sucked into a vast lunar 
whirlpool. 

There are going to be mixed 
opinions about Mega —principally 


Graphics 

Sound 

Toughness 

Endurance 

Value 


Overall 


because it appears like just an 
upgraded Crazy Comets. So much 
so that one CU reviewer who shall 
remain nameless commented: "I've 
heard of companies ripping off other 
companies' games before but I've 
never heard of them ripping off their 
own" when he first saw the game. 

I decided to put this gripe to the 


test right away and loaded Comets 
on a computer beside Mega. Believe 
me the similarities don't just end 
with the title screen, but Mega is at 
least ten times quicker, looks better, 
sounds better and is much harder to 
play. 




S 


I 













• Screen Scene 



The toughness is mainly due to 
the rotate function — a facility you 
will be initially loath to use because 
of its complexity but it is absolutely 
essential that you do if you are to 
master this blaster. Basically, 
picking up a 'Rotate Pod' enables 


you to turn your ship through 360° 
by pressing fire and pushing the * 
joystick in the direction in which you 
want the ship to face. Sounds easy, I 
know, but once you start dodging 
the aliens and rotating at the same 
time it is anything but. 


Spotting the Rotate Pod among 
the cluster of nasties also takes a bit 
of learning — as does identifying the 
Extra Life Ship and Special Missile 
Ship. 

These facilities aside the rest is 
simple. Blast like mad and keep 
moving. The rest is down to speed 
of reactions—blasting and dodging 
at the same time, not separately. 

The only tip worth mentioning is to 
shoot the planets before they grow 
too large. 

The Special Missiles are the key to 
blasting the big planets — or Mega 
Hothopians to give them their 
official titles. Once you pick up the 
missile it hovers in front of your ship 
— like the out-riding ships in 
Salamander. Wait for the right 
moment then lock it on to the planet 
and watch that missile eliminate that 
planet. 

The game is crammed with play 
options. My favourite is the Duel 
Enemy option where you both take 
on the nasties. Sure, you team up to 
blast them but you are not that 
bothered if your 'partner' gets 
downed by the nasties either. 

Duel Allies is where you genuinely 
team up to take on the Mega 
Apocalypse assortment of vicious 
planets. 

You can also play solo which is 
just as much fun — and every bit as 
challenging. 

# The mutterings about Mega 
Apocalypse that I mentioned earlier 
were full of buzz words like "five 
channel sound" "digitised speech" 
and Rob Hubbard sound tracks. 


Well I have to say that these 
aspects of the game are not what 
makes it for me. 

There are 15 digitised phrases in 
the game — most of them not very 
clear at all. The exceptions are "get 
ready" and "you've been hit". All of 
these phrases and the sound effects 
have been "sampled", programmer 
Simon Nicol assures me. This is as 
may be but they are still fairly murky 
as far as I can hear. 

The music is OK but hardly one of 
Hubbard's best—even though it is 
continuous as the game plays, and 
does not pause to allow the sound 
effects. You get both together. 

You can't criticise a game for not 
living up to its hype too much. If you 
did that, just about every game ever 
launched would receive a universal 





With a word like Mega in 
the title Martech and CU thought 


Mega flop — start 
again. 

slagging. Anyway, there is a lot 
more to Mega Apocalypse than 
mere frills. What you have here is a 
shoot 'em up for the professional 
marksman. lt lacks the 
sophistication of game design of, 
say, a Zynaps or a Delta— but for 
sheer frenetic blasting it hits the 
spot. 

Eugene Lacey 


we ought to get together to mark the 
launch of this game with a suitably mega prize. 

We are giving away a megafahulous Amiga A509 
— the machine anyone would rush out and buy if they got a 
triple divvy on the pools. 

With graphics and sound to blow you away this machine looks set to 

■ become the natural successor to the Commodore 64. 

Now is you chance to get your hands on an Amiga for newt 
Ail we want you to do is answer these simple questions about Martech games and then tell us 
in not more than fifty words what you think would make a good Martech game for the dream 

machine. 


ini 


Questions 

1. Buzz recently carried a story about a forthcoming Martech game 

hero. Who is he? 

. . . . . . . , .. J f » ft L ft * 1 




called (a) Ouch Get Off My Foot (b) Tokyo Shuffle or (c) Uichi 
Mata, 

_I_I_game about a famous muscle bound hero who lived in the jungle. 

Who was he? 

Now tel! us which famous person or hero you would like Martech to turn into an Amiga game 
and why. You may use a separate piece of paper if you wish. Tiy to keep your description 
brief. Say less than 100 words. Answers on a postcard please, 
ies should be sent to Megacompo, Commodore User, Priory Court, 30-32 
Farringdon Lane, London, EC1R 3AU. 

Entries must reach us by September 26th. The Ed’s decision is always final. 





featuring a famous 2000AD comic strip 













CLASSICAL GAS 

> Mason HilTiaits, <c)l«8 


To the tournament 


"^sTgniTOluTn 


AMIGA into* “ 
Powerful desktop 
publishing woikstaUon. 
Aft ’intuitive’ uset 
ace combines 


Amiga 500 is here. 

With a mind-blowing array of 
features and capabilities. 

And a £499* price ticket 
(ex VAT), hundreds of pounds less 
than anyone could have predicted. 

“... a miracle of compression...” 
writes Popular Computing Weekly* 
“...it all adds up to a formidable 
system which is clearly better than 
anything else at the price!’ 

This elegant little machine 
takes family computing into new 
dimensions of creativity, excitement 
and productivity. 

It outruns and outguns office 
PCs as a business multi-tasker, 
performing a deskful of different 
jobs simultaneously, at over 7million 
steps per second in realtime. 

So other home computers may 
not be the only machines it consigns 
to the toy cupboard. 

AMAZING SCIENCE FACT! 

Amiga is used by Disney, 
Universal and other Hollywood 
studios for its dazzling 3D graphics 
manipulation and animation powers. 

A sophisticated high-speed 
graphics processor called a blitter 
chip transforms images in realtime. 

You can paint the screen with 
more than 4,000 colours. Create and 
modify designs and effects as you 
like, with pin-sharp resolution. 

You command an almost 
limitless workshopful of stunning 
professional graphics capabilities. 

With an optional Genlock 
interface, you can capture images 
off videotape. Manipulate and mix 


them with graphics. Then re-transfer 
them to videotape! 

This means you can produce 
spectacular special effects like those 
created by Amiga computers for 
Channel 4’s Chart Show and the 
American TV science fiction series 
Amazing Stories. 


YOU AIN’T HEARD NOTHING YET! sc 

Concealed within the sleek 
Amiga shape, there is also 
a pro-quality sound synthesiser and 
four-track stereo sound system. y< 

Driven by another powerful tc 

and unique custom chip, it can tl 
synthesise musical instruments and y< 




T Includes DeluxePaint from Electronic Arts worth £79 + VAT! (Excludes monitor or TV modulator.) * p. 

COMMODORE BUSINESS MACHINES (UK) LTD, COMMODORE HOUSE,THE SWITCHBACK, GARDNER ROAD, MAIDENHEAD, BERKSHIRE SL6 7XA. TELEPHONE: (0628) 770088. TELEX: 846057 CBMUKLG. AH 






























IGA 500. 

INTERS ARE JUST TOYS. 
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sound effects. 

An optional digitiser allows 
you to take onboard real sounds. 
Mix and modify the two. Translate 
your compositions from keyboard 
to sheet music. Play them back 
through the monitor’s speaker or 
your hi-fi. 


Your Amiga can also 
synthesise the human voice. 

It can speak back anything 
you care to write on the keyboard. 

So this is one computer 
that can not only word process with 
faultless professionalism, and 
incorporate superlative graphics into 
the text, it can also read the text back 
to you aloud. 

GAMESMANSHIP 
AND WORKMANSHIP! 

The new Amiga 500, in 
fact, dumbfounds its competitors in 
every way. 

Graphics, stereo sound, multi 
windowing, multi screens, 512K to 
1Mb RAM (expandable by an 
incredible 8 further megabytes 
externally**), 3 V 2 " internal disk drive 
with 880K of mass memory, 

4 unique dedicated chips plus the 
16/32-bit power and 7.14MHz speed 
of its central processor, communica¬ 
tions and vast expansion potential 
all add up to a computer of 
immense professional capability. 
Yet the same technology 
allows the Amiga 500 to play games 
so mind bending that only full- 
scale arcade machines 

have been able to play 
them until now. 

AND AMIGA MEANS 
‘FRIEND’! 

However many of the 
Amiga’s extraordinary talents you 
find yourself using, they will all be 
beautifully simple and natural. 

You will be totally at home 
in the friendly and effortless Amiga 


environment, where everything 
happens by windows, icons, mouse 
and pulldown menus. 

And the Amiga 500 simplifies 
life in another way too. 

There is now no comparable 
home computer. At any price. 



Try the astonishing new 
Amiga 500 at your nearest 
Commodore Amiga dealer. 

And discover why Personal 
Computer Worldf, having tested the 
graphics performance of Amiga’s 
latest and most powerful rival, 
concluded “...Amiga still reigns 
supreme...” 



AMIGA 



* Popular Computing Weekly, 22-28 May 1987. tPersonal Computer World, hebruary 1987. ** Subject to availability. 
AMIGA IS ATRADEMARK OF COMMODORE-AM IGA INC. ©1987 COMMODORE BUSINESS MACHINES |UK| LTD. ALL RIGHTS RESERVED. 
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64/128 

Epyx 

Price: 

£9.99/cass 
£ 14.99/disk 


pyx Street Sports series give 
you the chance to experience 
what the hard-up youth of 
America get up to in their spare 
time. As well as Street Sports 
Baseball there's Street Sports 
Basketball. And keep an eye 
out for the soon to be 
released Street Sports 
Auto Theft, 

Street Sports 




Meet the gang 

New York Mugging and Street 
Sports Race Gang Warfare. 
Baseball, though, is altogether a 
tore wholesome affair. You get to 
, >ick your own teams, decide 
whether to play in the parking lot or 
the vacant lot—which is American 
for an overgrown piece of 
wasteland. There are no cheering 
crowds in Street Sports Baseball, in 
fact all the trappings of the big 
league are absent. The bases are 
dustbin lids, old tyres and people's 
jackets. The ground isn't exactly 
Astroturf, it's littered with old tins, 
bottles and other hazardous objects. 
But Street Sports Baseball doesn't 
lack any of the excitement of its big 
league counterpart, in fact, because 
it's more like the kind of game you'd 


expect to have in real life, it's a lot 
more fun. 

Once you've decided where 
you're going to play you must pick 
your team from the bunch of kids 
sitting on the steps. Each prospect is 
highlighted by a cursor and before 
coming to a decision you get a quick 
rundown of their capabilities and a 
little picture. 

With team selection out of the way 
it's down to the parking lot and a 
toss of the coin to decide who bats 
first. The screen is split vertically in 
two with one half showing the 
pitcher and batter in close up—the 
way they show cricket on TV. The 
left half of the screen gives a full 
view of the pitch the moment the 
ball leaves the pitcher's hand. 


Graphics 

Sound 

Toughness 

Endurance 

Value 


12 3 4 5 6 7 


1 2 3 4 5 6 7 


1 2 3 4 5 6 7 


1 2 3 4 5 6 7 


1 2 3 4 5 6 7 



9 io Overall 


The pitcher can do some, well, 
whacky things with the ball. You can 
swerve it right or left, speed it up, or 
slow it down during flight by 
moving the joystick in the required 
direction. You have to watch it 
though, the ball must go over the 
plate. 

As with everything else, batting 
depends as much on the skills of 
your team as on you. To swing you 
must hit the fire button when the 
ball is directly over the plate. You'll 
either miss it or hit it— hopefully the 
latter. The aerial view shows exactly 
where the ball has gone while the 
left screen cuts to a close-up of the 
nearest fielder. If the ball is in the air 
and you can get the fielder 
underneath it they might catch it. If 
it's on the ground, or they fumble, 
they can throw to any of the bases. 

This is where it gets really 
exciting. The screen then cuts to the 
base, where the fielder awaits the 
incoming ball. If it looks like your 
runner isn't going to make it you can 
pull back on the joystick and slide for 
safety. 

The computer keeps track of the 
score throughout the nine innings, 
so there's no scope for cheating 
there either. I think Street Sports 
Baseball is brilliant, it's realistic, has 
all the elements of a real game — 
the kind ordinary people play—and 
is just as much fun. 

Every game has something you 
can moan about, though, and this 
hangs up every now and then for a 
minute. It usually happens if you hit 
the striker with one of those wild, 
crazy pitches. They hobble to first, 
and no matter what you do you can't 
get a new bat to the plate, you just 
have to wait. Apart from that, it's 
first rate. I'm off to give Buciak 
another slamming. 

Ken McMahon 
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The Ultimate 
Maze Challenge 

There are no random events in XOR's labyrinthine palace and there is no 
premium on hand-eye coordination. You have all the time in the world to 
work out the precise nature of the hazards you encounter. Logical 
thinking, strategy and tactical problem solving are all part of theXOR 
experience. And XOR is not simply about finding solutions. If vou can 
solve the entire puzzle (15 levels plus an encrypted anagram), you qualify 
to be a member of the ORDER of XOR, with a certificate and a badge to 
prove it. 

"...this is one of the most compulsive, cunning and 
attractive programs I've seen for some time!.... the 
game is superb - a very classy original twist on the 
basic maze theme " A+B Computing (<IS .. 


XOR’s Features 

-15 graded mind bending mazes 

- Each maze approximately 16 screens 

- Super smooth high speed scrolling 
-1 ligh resolution quality graphics 

- High speed or step-by-step replay 

- Intriguing logical problems 

- Interactive dynamic puzzles 



Also included in the package is an ICON 
DESIGNER so that you can change the 
appearance of the game characters to 
baffle and delight vour friends. 

XOR - Now available on; 



Commodore 64 

Disk 

£12.95. 


Cassette 

£9.95 

Spectru m 

Cassette 

£7.95 

Amstrad 

Disk 

£14.95 


Cassette 

£9.95 

BBC 

Disk 

£12.95 


Cassette 

£9.95 


Coming Soon for IBM PC and compatibles 



XOR Designer - Available for BBC 
and Commodore computers. 

Logotron Guarantee: 

All orders dispatched within 5 days of 
receipt of order. 

Faulty software will be replaced 
immediately. 

Postage and Packaging Free. 
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Screen Scene 





Is this the only ^ 
game where you 
are forced to become 
» a scrubber? 
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A s you may have gathered, 
Mrs Mop is a cleaner. And 
what a vicious old bat she is 
too! But can you really blame her? 
For every day she must be up at the 
crack of dawn to clean the floors of % 
Bounder Hall school. That may 
sound easy enough, but the 
annoying little scamps insist on 
running about the school and 
getting in tor way. * 'A ' \ § 
Now Mrs Mop, usually a very 
timid lady, has taken it upon herself 
to become armed and dangerous, 
she has an artillery consisting of 
soap bars which will prove lethal to 
any pupil, when aimed properly! 

She has also taken 'Gleamo' a new 
wonder cleaning fluid, which by 
rights, you should need a licence to 
use. Can you take the role of the 
Rambo cleaner and literally firrthe 
immortal words of most tough guys) 
"Clean up this place?" 

Mrs Mop starts in the school with 
the task of cleaning two small 
rooms, so with bucke^fn one hand, 
soap in the other, and gleamos in a 
box marked 'highly toxic' off she 
trots. 

The screen view from above, is 
similar to the likes of Gauntlet, but 
that honestly is as far as the 
similarity goes. 

When you first enter the school 
building you will notice that the 
floors are all a grey colour but once 


a 


64/128 
Reaktor 
Price: £4.99 
/Tape 


case you'd have to hike all the way 
to the nearest bathroom. And 
there's also one other niggling 
hassle which makes me want to 
scoop out my eyeballs with a desert 
spoon, which is that when you go 
bump into a certain kind of nasty he 
dirties the whole of the floor 
surrounding you. But the worst 
thing, oh yes, believe me this is the 
pits, is that when you wish to swap 
between soap (attack) mode, and 
brush (clean) mode, you have to hit 
the return key. When you have to hit 
the return key you are usually doing 
it in a state of panic and do not have 
time to make sure that return is the 
only key you're hitting. Well, you'd 
better find time to check, because if 
you should wander to Return's 
neighbour Restore, the game will 
crash and you will have to reload. A 


you run over them with your 
scrubbing brush and bucket, their 
true colour shines out. To cljyn the 
floor you must first make sure you 
are in scrubbing brush mode (not in 
soap mocf|) and then just run over 
the dirty pitches on th@ floor whilst 
holding down your fire button. 

4 ” To clear each level you mujjKnot 
; only clejn the floors, but also kill all 
the scum that attempt to get in your 
way. "Scurrf', that is, if you are a 
1 cleaner, and that's what you regard 
pupils and teachers as. Well, 
anyway, you've got to kill these by 
lobbing a deadly soap bar at their 
... (useyourimagination!—Ed.). 
The other way to get rid of the 
nasties is to use one of the deadly 
toxic Gleamos, Gleamo is a strong, 
new detergent bomb 
Toaddtohergriefpoorold 
^violent Mrs Mop also has a bacf. 4 
back. When it is touched by any of 
the invaders it gets even worse. 

The school nurse will JP f 
then proceed to advise 
you to take a week off. You then 
jfhave thOTtoiQig^^nori ngfhe silly 
old quack's advice and carrying on 
your job, or taking a week off. The 
trouble is you can't just sad the 
nurse and carry on bringing in the 
dough, because if you choose to 
ignore her advice and your back 
goes again this time the injury could 
mean early retirement from your 
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The school nurse advises you to take a 
week off. 


favoured profession. Still, if you do 
decide to take a week off you are 
fine, but then you only have a fairly 
small score. So it's up to you to 
decide when you feel your lumbago 
deserves a rest. 

Even with that nurse caper the 
game doesn't sound too hard, you 
might think. Wrong. Once you've 
commenced scouring anything can 
happen. For one thing your back 
could go. Another problem, which I 
haven't yet mentioned, is that your 
bucket could need refilling, in which 


pain not needed. 

Apart from the above prob (which 
I am promised will be rectified for 
you lot) the game is great. A good 
sadistic little creation from Reaktor, 
who are now beginning to produce 
some excellent products. This little 
number isn't spectacular enough to 
be in the realms of the exalted 
Screen Star. But I do have a feeling 
that — for under a fiver — it's going 
to while away a lot of your boredom 
this long, unhot, summer 

Ferdy Hamilton 
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• Screen Scene 


C64/128 
Reaktor / 
Ariolasoft 
Price: 
£9.99/cass 
£ 12.99/disk 


Reaktor — prom¬ 
ising new label let 
down slightly by 
Pile Up. 


I t seems that whenever a 
programmer comes up with an 
abstract game involving marbles 
and chessboards, the software 
house has to dress it up in some 
infantile space-age garbage. Is this 
because they consider Joe Public 
too bloody thick to understand a 
game concept unless it's explained 
in terms of stange planets and 
galatic spacecraft? 

The instructions for Pile Up !could 
have been written on the back of a 
matchbox, but the cassette inlay 
witters on endlessly about the 
energy crisis of the distant future, 
power stations and marble pilots. A 
load of tosh that boils down to this: 
Collect the balls from the 


chequerboard with your jet- 
propelled craft, steer between the 
rising columns, and deposit them at 
the transformer station where your 
score is registered. 

A game as obviously fatuous as 
this isn't going to burn up the charts 
unless it's (a) great fun; (b) horribly 
difficult; or preferably (c) both. With 
Pile-Up it's (b) only, the challenge 
resting entirely on your ability to 
control your joystick. The faster your 
craft flies, the more difficult it is to 
control, and the more it crashes into 
floor, ceiling and columns. 

The chequerboard is a 16 x 16 
grid, seen in perspective 3D along its 
longest diagonal. On some of the 
squares are black marbles, and as 
these squares rise the marbles 
change colour, turning gradually 
from black to white to blue and, 
eventually, to red, when the square 
is at its highest point. 

The instruction panel below 
issues you with your orders for each 
level. On level one you must collect 
all the white marbles, each worth 
100 energy points. On level two you 
move on to the dark blue marbles, 
which are worth less and, being 
higher, are more difficult to pick up. 
And so it goes until you reach level 


Hard man Scold¬ 
ing piles up the 
criticisms. 

seven, where the red marbles are so 
close to the ceiling that you can 
scarcely reach them. 

Your craft moves swiftly—too 
swiftly—across this scrolling area, 
bouncing off every surface, using up 
its energy rapidly. The trick is to 
move it at a snail's pace, giving 
yourself plenty of time to avoid 
obstacles and home in on the 
marbles. There's no limit, and as the 
game is over only when your energy 
runs out. The slower you move, the 
longer you play. 

Like the inlay instructions, the on¬ 
screen dashboard is designed to 
make the game seem more complex 
than it really is. Most of the digital 
displays you can safely ignore, 
especially the 'numerical values of 
the x, y, z speed coordinated', and 
concentrate instead on those which 
tell you how much energy you've 
got left, and how much you've 
collected. Also crucial is the tiny 
overhead scanner which shows your 
position relative to the square which 
you're above. 

Collecting a marble requires some 
very precise manoeuvring, as you 
hovver over it, watching the 
scanner, nudging your stick slightly 
until you're exactly on top of the 
ball. Once collected, the marble 
makes the craft heavier and 
sluggish, and you'll need to keep it 
afloat by constantly hitting the fire 
button on your way to the 
transformer station. 

You don't get much help in all this. 
To one side of the chequerboard is a 
cafe where you can rest a while, and 
next to it is a service area, where 
your craft can replenish some spent 
energy by drawing on the reserves it 
has already accumulated. But this is 
hardly worthwhile—you can lose 
more energy getting to the service 
area than you're likely to gain. 

Otherthan being stupidly 
frustrating, there's not much in Pile- 
Up! to recommend it. Graphics and 
sound are nothing to write home 
about, although I did like the title 
screen being part of the scrolling 
playing are, so that every time you 
fly over it you get a quick burst of the 
opening tune (an authentic 
reproduction of an inept guitarist 
tuning up in a squash court). 

That's Pile-Up !’ then. A very 
demanding and very expensive 
game that's not much fun to play 
and will appeal to only a few. Oi'll 
give it four. 

Bill Scolding 
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NEW! LOW PRICE 
EXPERT CARTRIDGE 


Now P O A 
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FREE 
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I • Specific multi part back-up 

1# Additional operating systems. 

[•Fast file copier etc. etc nly 

l*Scommand. £5 91. 
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PROGRAM 

PARALYSER 

BACKUP 

GENERATOR 


SPRITE 

EXTRACTOR* 

SPRITE 

IMMORTALISER 

HIRES SCREEN 
GRABBER* 



Stops even the most heavily protected programs 
and defeats All "anti freeze” techniques 

TAPE DISK, DISK TAPE, DISK • DISK, 

TAPE • TAPE. Transfers memory resident programs 
whether loaded from disk or tapa 

Displays the sprites for you to edit, and their save, 
or RESTART the game using youur customised ones. 
You can view the animation too. 

This feature disables the sprite collision detection 
- prolongs active sprites... 

Save a HIRES screen and then alter it using one of 
several utilities widely availabla 


The easy way to enter cheats and "pokes". Gain 
extra lives, or infinite energy, etc., etc. 



A truly professional machine-code monitor, 
operating over all 64K Ram, with disassemble, 
compare, trannsfer, fill, assemble, hunt, search, 
modify, jump, number conversion commands etc. 

PLUS, B command lists BASIC & R restarts a 
program. 

You'll NEVER need to return the cartridge for 
upgrading - simply send for the latest software - 
only £2.00 exchange disk or tapa We calculate that 
you could buy an EXPERT and several upgrades for 
what it will cost you to upgrade rival products. 

THE EXPERT CAN DC ALL f HIS AND MORE, f ulfil 

• SAVES PROGRAMS IN ONE FILE - (excl. multipart ones) 

• COMPACTS PROGRAMS used by leading software houses. 

• RELOADS, DECOMPACTS & RUNS ANY PROGRAM WITHIN 35 secs.i 

• THE EXPERT IS NOT NEEDED FOR RELOADING. 

• COMPATIBLE WITH THE PHANTOM, & ALL CBM64/128 DISK DRIVES. 


AND IT'S. 


THE ONLY 

PROGRAMMABLE 

CARTRIDGE 


I AMI©A MONITOR LEADS 

TRIED, TESTED & GUARANTEED TO WORK 

Our AL 1 to AL 10 range connects most TV's & monitors to the AMIGAs. 

If your TV/monitor has either a 21 pin Euro socket (also called 
Scart or Peri connector) or a Din socket RGB input then we can 
most likely supply a lead. 

Leads available off-the-shelf for many Sony, Fidelity, Ferguson, 

Philips, Grundig, Hitachi and JVC models, including Commodore 
1901 and Thompson CM 36512. (1901 near replica). 

ALL 4096 COLOURS ARE AVAILABLE WITH MOST TV/MONITORS 
STEREO SOUND LEAD INCLUDED (where appropriate). _ 

PRICES FROM £10.95 “ psp 


SAE WITH ALL ENQUIRIES PLEASE, 


& VAT. 



»Mf 901 MONITOR OWNERS 
1901 RGB CONVERSION 

OUR MODIFICATION MEANS YOU'LL 
NEVER HAVE TO BUY ANOTHER MONITOR 

• FULLY AMIGA COMPATIBLE - ALL 4096 COLOURS. 

• AUDIO SOUND LEAD INCLUDED. 

• EXISTING INPUTS RETAINED - 
INCREASES THE VERSATILITY OF YOUR 1901. 

If you've a Commodore 1901 monitor and want to use it to 
display all the Amiga's 4096 colours without fuzziness or 
wavering, then use the Amiga's RGB output from the 23 pin 
socket connected by a special lead to a 21 pin Scart socket 
fitted by us to your 1901. 

The 1901 monitor was intended for use with the C128 and has 
video and RGBI inputs. The video input gives a poorer quality 
display than the RGBI input but this in turn, will only give 16 
colour capability. However, by fitting a Scart (euro) socket to 
your 1901, plus other modifications & with the special lead 
supplied, the clear, full colour, medium resolution capability of 
the monitor will be realised. 

Our conversion makes your 1901 a highly versatile medium res. 
colour monitor which can be used with practically all computers, 
videos etc. - you should never have to buy another colour monitor. 


■CONVERSION COSTS 1 


ONLY £29.95 


INCLUDING CARRIAGE 
(add £12.00 for 
DATAPOST delivery). 


► these features not yet present on tape version 


IMPORTANT 


(Prices inc. P&P and VAT). 


Please send me the following for 

SPECIFY Tape □ Expert Cartridge £29.99 □ 

OR Disc Q] Amiga Monitorleads £10.95 f~] 

(specify TV) 

Name. Access No. 


TRILOGI 


Please send the monitor by insured post 
or DATAPOST and allow 7 to 10 days delivery. 


TEL (0274) 684289 

CALLERS 329 TONG STREET 
BRADFORD BD4 9QY 


Address . 


~ No /| eliv E e S RYI 

Post off to Trilogic Dept C.U. 29 HOLME LANE BRADFORD BD4 OQA **A[)D£T-95 - 


• FAST MAIL ORDER SERVICE • PROMPT DESPATCH 

• ALL PRICES FULLY INCLUSIVE PLUS 10 DAY MONEY 
BACK GUARANTEE ON ALL BACK-UP DEVICES. 
ORDERING: WRITE OR PHONE/ 

PAYMENT BY CASH, CHEQUES PAYABLE TO TRILOGIC/ 
BY POSTAL ORDER OR ACCESS • ADD £1 EXTRA FOR 
EXPORT ORDERS. PAYMENT IN STERLING ONLY PLEASE. 
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64/128 
Odin/Firebird 
Price: £7.95 
/cass 
£ 12.95/disk 

T he last time I came across 
anything from the once-great 
Odin, it was a pathetic effort 
called UFO, a game that is probably 
best forgotten by all concerned. 
Now the legendary scouse 
programmers have returned with a 
couple of games, On The Tiles and 
Scary Monsters (reviewed 
elsewhere), which show signs of 
their former glory. 

On The Tiles is light years away, 
in subject matter at least, from the 
likes of Nodes of Yesod and Robin 
of the Wood, those jolly arcade 
adventures for which Odin are 
best remembered. For starters, the 
game is all about cats. 


Should have been one of Firebird's budget 
games. 


Sounds a bit wimpy, right? Then 
how about this: it's a game all about 
prowling cats staking out their 
territory, battling against owls and 
hedgehogs, spitting at frogs and 
giant fleas, scouring the rooftops in 
a desperate quest for kippers. 

Still sounds a bit wimpy? Well, I 
can't help that — it wasn't my idea. 
But let's skip right on to the 
gameplay, and hope that things hot 
up a little here. 

Play begins in a scrolling 
cityscape of crappy sidewalks, dark 
buildings, walls, fences and distant 
high-rises. It's just after midnight, 
and the streets are deserted. 
Deserted by humans, that is—there 
are hordes of wildlife practically 
falling over themselves as they go 
about their nocturnal 
perambulations. Hopping frogs, 
fleas the size of hamsters, snuffling 

Cat on a hot 
tin spoof. 


hedgehogs, pigeons, owls.... there 
are even some of those horrible 
miniature dogs. 

Our cat wends his way through all 


If it wasn't for the owl, the whole 
business would be a piece of cake. 
The cat has nine lives — of course — 
and can deal easily with most bugs 
and beasties, leaping gracefully 
from wall to window to roof, 
munching fishbones on the way. 
When all four fish on the first level 
have been found, running off the 
playing area to either left or right 
will take the cat into the next street, 
where the number of fish increases, 
as do the predators, 

The owl makes all this very 
difficult, however, appearing at 
precisely the wrong moments, and 
once it's embarked on its hunting it's 
almost impossible to shake off until 
either fowl or feline is dead. 

All this action is beautifully 
animated, and the cat is probably 
one of the most realistically 
animated creatures I've seen on a 
computer screen. Whether 
prowling, running, leaping or even 
standing still, everything it does is 
fluid andnatural. 

The game is challenging/too. The 
six levels are progressively tricky 
but not so impossible that you give 
up entirely. A lot of forethought and 
strategy is called for, as you plan the 
cat's movements through each 
level, and some fish on subsequent 
levels can only be reached if the cat 
enters at roof-top level from the 
previous screen. 

And there are some nice little 
touches, like the dancing mouse on 
the information display, and the 
boots and buckets which rain down 
from first-floor windows. There's 
also another cat, and your moggy 


this animal traffic, eating up the 
pigeons and making short work of 
the dwarf dogs (yeh!) for valuable 
energy points, and avoiding or 
spitting at the rest of the zoo. 
Hedgehogs are deadly, while fleas 
and frogs merely drain energy 
reserves. But the owl is the one to 
watch for—a sudden flapping noise 
announces its arrival, quickly 
followed by its swooping form as it 
dives straight for the cat, pursuing it 
relentlessly. 


will only survive a cat-fight if it has 
sufficient energy. 

But the game is also pretty 
irritating, particularly if played with 
a joystick. Quite unnecessarily, the 
stick can only be used for running 
and jumping, while spitting (an 
activity which is demanded 
frequently) is operated by the space 
bar. And there's no high-score table. 

These flaws shouldn't spoil your 
enjoyment too much, and the game 
really deserves to sell moderately 
well. But it won't, because after the 
likes of Barbarian and the rest of the 
tits 'n' gore brigade On The Tiles is 
going to seem a mite tame. It's the 
sort of pleasant entertainment 
which would have gone down well 
on a budget label, but is going to 
make no waves at all in the mid¬ 


price range. 


Bill Scolding 
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Commodore 64 Disk.£14.95 

Commodore 64 Cass.£9.95 

Spectrum 48 Cass.£8.95 

Spectrum 128 Cass.£9.95 

Commodore Plus/4 (64k).. .£9:95 

IBM PC.£19.95 

Atari ST.£19.95 

(IBM and Atari for Christmas) 
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n the "The Living Daylights" 
Domark have produced a game 
faithful to both the film script and 
the Bond theme whilst including all 
the elements that make a game a 
good one— great graphics, fast 
action and well thought out ideas. 
The only thing missing is the sex, 
but then you can't have everything. 

Simple ideas often make the best 
games and The Living Daylights is 
based on one of the simplest. The 
basis of the entire game is the old 
firing range idea where targets pop 
up all over the screen and you must 
target them with a crosshair sight 
and finish them off with the trusty 
old Walther PPK or whatever else is 
handy. Ordinarily I'd slag the living 
daylights out of such an old and as 
cliGhed idea, but here it's used with 
such imagination it's hard to be 
critical. 

There are eight levels in all, each 
one closely based on part of the 
original screenplay. The action kicks 
off in Gibraltar, where Bond and his 
SAS pals are having fun shooting 
each other with paint guns. One of 
those unsporting KGB types is in on 
the game and is using live 
ammunition instead of the non-drip 
stuff. Bond must make his way 
through rough terrain picking off the 
hooded gunmen en route. This kind 
of thing would fall flat on its face if 
the animation were not first class. 
James runs across the screen as the 
terrain slips smoothly and silently 
by in the background. The only thing 
that gives him away is the sound of 
his footsteps crunching on the 
gravel under-foot. Suddenly two 
hooded figures appear from behind 
a rock and shots ring out from the 
TV speaker. Pressing on the fire 
button and with a swift backward 
pull on the joystick, Bond throws 
himself into a forward somersault, 


Bond has selected the 
grenade. 

narrowly avoiding the flying bullets 
(or was it Dulux matt vinyl 
emulsion?). Either way he can't 
afford to take chances, a direct hit 
takes its toll on his energy meter. If it 
runs out you get another four 
chances (You only live five times?) 
but it's a long game. Before the 
attackers have time to get in a 
second shot, 007 takes aim, the 
crosshair sight moves swiftly across 
the screen and pauses over the head 
of the first gunman long enough for 
a single shot to ring out. As the 
lifeless body slumps to the ground 
the second assailant falls victim to 
the same fate, the joystick moves far 
right, the sights disappear from the 
screen and once again 007 is on his 
way. 

Before the next scene, where 
bond must rescue KGB double agent 
Koskovfrom music loving assassins 


Bond selects his Walther PPK for the pipeline 
scene. 


Huge scraps at The Mansion 













































at the Lenin People's Music 
Conservatory, you get to choose an 
additional weapon from Q's 
armoury of cleverly devised and 
disguised hardware. From here on 
in, at every stage of the game you 
get to take along one weapon from a 
choice of four. It's important to make 
the right choice. There's nothing 
more aggravating for a secret agent 
than discovering you've brought 
along the bazooka when what you 
really want is your missile firing pen. 
For the second level I heartily 
recommend the infra sight which 
helps you distinguish the real 
assassins from the general concert 
going public. 

Going to the concert involves 
much the same kind of tactics as 
playing with paint in Gibraltar. The 
scenery is different and you've got 
Koskov pretending to be your 
shadow, but it's still a question of 
blasting everything with a hood on. 
First select the infra sight from the 
status panel at the bottom of the 
screen, then reselect the PPK—you 
can't shoot anything with an infra 
sight. 

If you manage to get Koskov past 
the concert snipers, which is not too 
difficult, the next job is to smuggle 
him past the pipe workers so he can 
be fed into the Trans-Siberian gas 
pipeline and emerge in the West. 
This is tricky. Your choice of 
additional equipment should take 
into account the debilitating effect 
that a large piece of pipe can have 
when thrown at you from above— 
in other words, take the hard hat. In 
addition to forward somersaults, 

007 can jump, duck and trip over 


things. If you are to avoid terminal 
damage on the energy meter a good 
deal of acrobatics will be necessary. 

Having despatched Koskov down 
the Trans-Siberian pipeline you next 
have to stop the Russians stealing 
him back from his mansion house 
hide-out. If you've seen the film then 
you'll know that this is the scene 
where hard man Necros does his act 
with the exploding milk bottles. As 


The Fairground — 
shoot the balloons. 

well as the Molotov milk bottles you 
have to disable the helicopter. The 
bazooka puts it out of action for a 
while, but not permanently, you 
could try the mortar but I doubt 
whether a bomb or dynamite would 
do the trick. 

The next two levels, Tangiers and 
the Afhgan military complex are 
again quite similar to Gibraltar. The 
scenery is different and there are a 
lot more gunmen about which 
makes any kind of progress difficult 
for all but the most sharp shooting 
and agile of Bonds. The same 
applies to level eight in which the 
evil Brad Whittaker, American arms 
dealer, and loony military historian, 

The sun-kissed 
buildings of 
Gibraltar. 

hurls what look like bits of Trans- 
Siberian pipeline at you. The 
pipeline comes thick and fast and it's 
one hell of a job to shoot and dodge 
at the same time. 

It's fairly obvious that whoever 
designed the game was running 
short of ideas or time towards the 
end. The blame for that, as well as 
the credit for the game's good 
points (and there are lots of those) 
can probably be put down to the fact 
it's based not only the film, but on 
the Arcadia coin-op. 

As far as the film itself goes, I have 
to say that I think it's the worst Bond 
ever. The Bond in my version of the 
game was a better actor than 
Timothy Dalton and in fact playing 
the game was altogether more 
enjoyable than watching the film. 
Having said that, the game follows 
the film script so closely that if you 
don't go and see it, you'll definitely 
be missing out. Full marks to 
Domark, better luck next time Albert 
Brocolli. 

Ken McMahon 
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• Screen Scene 




Tanks a lot. 


Look like space 
, shuttles to me. 


Where's our frog? 


C64/128 
Players 
Price: £2.99 

H ere we go. A particularly 
cute, colourful game, with 
more than a hint of 
frogism. This frog is metal he's 
powered by a mixture of liquid 
hydrogen, plutonium and oxygen, 
all helping to keep froggy at the 
right temperature. I mean, boil in 
the bag toad's just not on is it? So 
our intrepid frog sets off to hop, 
skip and jump through the various 
layers of strata that surrounds a 
small planet. When you reach the 
end of one of the layers of strata 
you get the all too familiar 
guardian, kill him and hop on to 
the the next layer, which is 
naturally deadlier than the 
previous. One false move and your 
legs will no doubt find themselves 
on the plate of Msr Mangetout. 

A good sense of timing prevails 
overall in this game, so it's a case 
of if you spot any of the pods be 
extra careful when you gribbet or 
you might end up hopping mad as 
your entrails are scattered to the 
four corners of the planet's strata. 
So can the ultimate attack system 
defeat the ultimate defense 
system? 

Like I said earlier, this is a cute 
game. The graphics are lovely with 
an abundance of colour and a 
great variety of piccies. A positive 
profusion of picturesque pixels. In 
short, this is especially for a 
budget game. The sound's quite 
good as well with a catchy little 
tune which can be switched off or 
just left on to while away the 
game. 

There are a few little special 
effects which help to increase the 
already high standard of the game. 
Oh there's also the familiar Players 
load-a-game, which is nothing 
more than a Crazy Painter type 
thing, but it helps to pass the 
aeons tape loading. 

And as for a question which 
many people will not doubt ask, is 
it as good as Fungus ? The answer 
is yes. It's certainly more colourful, 
and more absorbing and addictive, 
a totally different format of a 
game, but technically equal, if not 
better. Even if you're not one for 
the budget regime at three quid it 
represents great value. Toad Force 
in the eyes of this reviewer is most 
definitely one of the best budget 
releases in many moons. One that 
should definately be rated along 
with I Ball and the other 
titles who try to imitate full price 
games, and get away with it. 

Mark Patterson 
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Deliverance—Power House's first Cheapo of the Month. 
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deliverance 
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THE POWER HOUSE 

Price: £ 1.99/cass 


L ast month .1 had the 
misfortune to mess with 
Hewson's Exolon,an 
amazingly difficult and tedious hop, 
skip and zap platform shoot 'em up. 
Now, hot on its heels comes 
Deliverance, from The Power House, 
a game that's superficially similar, 
almost as difficult, and which has 
opened up all my blisters. 

Like Exolon, this game dispenses 
with any attempts at a plot. Instead, 
we're harangued by some hysterical 
gibberish on the back cover, which 
for reasons that are obscure is 
somehow intended to motivate you 
into buying it: 

'Lean, hungry, desparate [sic] 
Bastoids charged with the Maxim of 
Rascal. No mattock for you matoid 
—you fool or half genius wally- 
wally.. 

Well, that's quite enough of that. 
But don't be put off by this cretinous 
claptrap or even by the cover 
illustration which sets new 
standards in total irrevelance. No, 
just go ahead and buy it, throw away 
the inlay, and get stuck in. 
Deliverance is played out against 


a horizontally-scrolling landscape 
with walls and ledges picked out 
with shadows against a background 
of smouldering volcanos. Across 
this obstacle course moves your 
chunky little space-person. The first 
thing you notice is that the scenery 
scrolls constantly, whether you're 
moving or not, and if you stand 
around gawping then the lefthand 
side of the screen v#l crush you 
againsttheneare$twa)l. 

So this is one of those games that 
you play by the seat of your pani; 
always movjfig, always keeping one 
step ahead of the scenery, Slit 
ensuring that yoWotft move so fast 
that you can't see what's ahead. 

Start by picking up some fire¬ 
power by walking past the bobbing 
raygun, and then scramble up the 
next wall and start leaping from 
platform jumping over landmines, 
looking out for pools of fire, and 
firing a hail of bullets at the 
approaching nasties. 

You get five lives to a game, and 
build up a score by killing off the 


enemy, which range in value form 
one to 100-plus. There are six levels 
. of around 30 screens apiece, and 
your progress through each level is 
charted by the radar panel below the 
screen. 

That's about all there is to it, and 
it's quite enough to be getting on 
with. The whole thing is about as 
easy as hopping over hurdles on a 
fast-moving conveyor belt, but, just 
when you're^ivmg.up in despair, 
you manage to get just that little bit 
further, notching upa higher score, 
and you're hooked for another hour. 

Which is what addiction is all 
abouW y 

Deliverance is slick and 
competent, and programmer Andy 
Jervis certainly knows his onions. 
The real icing on the cake (onions 
and cake—Yuk! Ed.), however, is 
the two-player option, where 
spaceman Jim is joined by robot 
Bob for some simultaneous 
competitive action. That, and the 
ludicrously cheap £1.99 price-tag, 
puts it way ahead of rivals like 
Exolon. 

Power House are slowly but surely 
emerging as a force to be reckoned 
with. Note—this is their fourth rave 
review in CU. 

Bill Scolding 
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Bulldog 

Software 

Price: 

£ 1.99/cass 


S ome people simply can't 
bring themselves to throw 
rubbish away. Take 
Mastertronic, instead of hiring a 
Skrappo mini-skip and dumping all 
their duff games, they go and 
publish them on a different label — 
Bulldog 'Best of British' Software. 
Destructo may be cheap, but 'best' it 
certainly isn't. 

Dr Destructo is one of those crazy 
cookies that plan world domination 
from the confines of budget games. 
You, as the pilot of a crummy little 
bi-plane, must stop him by spending 
a few hours in a mindless trance, 
zapping his assortment of 
graphically interior flying thingies. 

There are 21 screens of this brain- 
numbing stuff to endure, until Dr 
Desructo calls it quits and goes off to 
devote the rest of his life to organic 
gardening. 

The first few screens each feature 
one of Destructo's battleships, 
above which his little planes buzz 
around like flies around a mouldy 
pork pie. You buzz around too and 
try to shoot them down. As they fall 
from the sky in a blaze of fiery scrap 
metal (it doesn't look quite as 
spectacular as that) they crash onto 
the ship. Enough hits and the ship 
springs a leak. Keep on zapping until 
you've sprung three leaks and then 
watch the ship go down. 

Screen two—keep on zapping 
until the ship goes down. Screen 
three — keep on zapping until the 
ship sinks. Screen four—keep on 
zapping until the ship goes under. 
After a few more ships, you get to 
the buildings. Buildings don't sink, 
they crumble. 

To make things that bit more 
exciting, some of the blue bits are 
occasionally substituted for black 
bits. The blue bits in question are 
sky and the occasional black bits are 
also sky. This cunning programming 
feat gives you the impression of 
night-time flying. As the screens 
progress, Destructo's planes get 


















































RUCTO 


nastier and some of them actually 
crash into you and make you lose a 
life. 

There are a few curious things 
about this game. Like your plane 
which can be controlled only in its 
direction of flight—it keeps on 
going whatever you do. Fly it into 
the briney and it miraculously 
reappears at the top of the screen. 


Makes The Straits of Hormuz look like a milk round. 


Night time but the battle still rages. 


Fly off the left side of the screen and 
you reappear on the right. 

Most curious of all is the way the 
succession of ships go down. They 
shudder as they go. I've never seen 


Destructo is a really nice bloke. And I 
think he wouldn't be half as mean if 
somebody put him in a decent game 
for a change. 

Bohdan Buciak 
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a ship shudder before. Thanks 
Mastertronic. 

At least there's a two-player 
option in which you can use 
teamwork to overcome the 
boredom. At the end of each screen, 
you get a points display for each 
player, and a blast of music that isn't 
half bad as budget-tunes go. 

I reckon that underneath it all, Dr 


JACkLE 

&WIDE 


64/128 
Bulldog 
Price:£1.99 

D r Jackie has acquired an 
amazing newdrinkwith 100 
percent Nutra Sweet that 
makes your eyes pop out and gives 
you a two-minute beard that would 
make Ayatollah Khomeni think 
about taking up Christianity. It 
doesn't do much to improve your 
| table manners either. 

All of which puts the poor chap in 
a bit of a dilemma, becaust the effect 
seems to be permanent and he has 
no antidote. But Dr Piqued has an 
antidote, for it was he who invented 
the problematic potion. The trouble 
is Dr Jackle/Mr Wide and Dr Piqued 
are sworn enemies, which is just as 
well when you think about it, 
because if they weren't Dr Piqued 
would just say "Don't worry Jackie 
old chap, just gargle down some of 
this here antidote and you'll be right 
as rain in no time at all"; there'd be 
no story, no game and nothing to 
write about. 

Quite understandably, Jackie does 
not want to wander around for the 
rest of his life looking like a cross 
between Richard Branson and Oliver 
Reed. So he goes in search of the 
antidote. The search begins in Hyde 
Park. This is a sort of two 


dimensional maze of trees and walls 
viewed from above. Dr Jackie 
travels by bicycle, because after 
about three minutes the screen goes 
black and you are told you have to 
run out of time. In the park there are 
various objects to collect and 
various puzzles to solve. These 
objects have some use—if you drop 
them in the right place things 
happen. If you drop the axe by a 
boulder you can get into the quarry, 
if you have the sea sickness pill you 
can avoid death by drowning and so 
on. 

Meandering around Hyde Park on 
a bicycle is all well and good, but Dr 
Piqued's laboratory is hidden on one 
of the caverns deep below ground. 
To get to it you will have to go down 
all nine of them at one point or 
another. Going to the caverns has 
the advantage of stopping the clock 
so you won't run out of time. 

Life in the caverns is very Jet Set 
Willyish. You can walk around, jump 
over things, get chased and attacked 
by unwholesome thingies which 
deplete your energy and kill you. 

Unremarkable describes it pretty 
well, it's reminiscent of early Cl 6 
games, but with better graphics. I've 
seen other Bulldog stuff and tha'ts 
not up to much either. If you're after 
better quality cheapos stick to the 
Mainstream Mastertronicbudget 
range. 

Ken McMahon 
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Bulldog—worst of the British 
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D£PARTM£NT 


P.O. BOX 14, BUTTS GREEN RD. HORNCHURCH, ESSEX, RM11 1HT 


FOOTBALL 


SHANGHAI 
WONDERBOY 
GRANGE HILL 
INDOOR SPORTS 
HEAD COACH 
STAR RAIDERS II 
DAN DARE 


GALAXIANS 

FROG 

PENNY SLOT 
FALCON FIGHTER 
VILLAIN 

WUNDER WALTER 
JIGSAW 

NURSERY SONGS 
INTRO. TO BASIC/1 
INTRO. TO BASIC/2 
ENGLISH LANGUAGE 
PLAGUE/ALIEN DEMON 
JUMPIN’ JACK 
TRIAD 

STARSHIP ESCAPE 
BEAST OF EDEN 


GALAXIONS 
TREASURE HUNT 
SUICIDE RUN 
ALIEN ATTACK 
BERKS 
KILLAPEDE 


MANAGER 


IN THE CHARTS 
FOR MORE THAN 
FIVE YEARS 
CM VIC 20 C.16 


MANIC DEATH CHASE 


SHAOLINS 

ROAD 


THE SMASH HIT 
FOLLOW UP TO 
“YIE AR KUNG- 
FU” 


‘Z’ MONTY ON THE RUN 
STARQUAKE BOUNDER 


NOW GAMES 4 5.25 

AUF WEIDERSEIN MONTY 5.25 
ACE 5.75 

QUARTET 5.75 

FOOTBALLER OF THE YEAR 5.75 
MAG MAX 5.75 

STARGLIDER 5.75 

TEST CRICKET 6.99 

FIGHTER PILOT 6.99 


SABREWULFE 
SPY’S DEMISE 
JOHNNY REB II 
TORNADO LOW LEVEL 
BMX SIMULATOR 
A VIEW TO A KILL 
CODE NAME MATT II 
TURBO 64 
PILOT 64 
SUPERMAN 
NEXUS 


COMPUTER WAR 


GUZZLER 
BUBBLE TROUBLE 
XARGON WARS 
TWIN VALLEY KINGDOM 
PURPLE TURTLES 
VIDDUZZLES 

MICRO VALUE (4 GAMES) 
EUROPEAN GAMES 
MANIC MINER 
HYPERFORCE 
BEACH HEAD 
GILLIWING FALCON 
KING SIZE (50 GAMES) 
INTERNATIONAL 
KARATE 


GREAT ESCAPE 3.50 

BOMB JACK 3.50 

PRESIDENT 3.50 

KAYLETH 3.50 

SAMURAI TRILOGY 3.50 

ON COURT FOOTBALL 3.50 

WORLD SERIES BASEBALL 3.50 
HUNCHBACK II 3.50 

KONG STRIKES BACK 3.50 

COMBAT LYNX 3.50 

GHOSTBUSTERS 3.50 

MIND SHADOW 3.50 

JET SET WILLY II 3.50 

LITTLE COMPUTER PEOPLE 3.50 
BRUCE LEE 3.50 

SHERLOCK HOLMES 3.50 

TOUCHDOWN FOOTBALL 3.50 


SUPER 
HUEY 2 

THE HFXICOPTER 
FLIGHT 
SIMULATOR 


MARBLE MADNESS 


SKYFOX 7.95 

SPACE SHUTTLE (DISC) 7.95 
TOUCHDOWN FOOTB’L (DISC)7.95 
TRIVIAL PURSUIT (DISC) 7.95 
RACING CONSTRUCTION 8.95 
MUSIC CONSTRUCTION 8.95 
RACING DESTRUCTION (DISC)8.95 
GOLF CONSTRUCTION (DISC) 12.95 


INVADERS 1.65 

ASTRO FIGHTERS 1.65 

MULTITRON 1.65 

SCORPION 1.65 

GUNFIGHT 1.65 

SKRAMBLE 1.65 

HUNCHY 1.65 

QUIZ MASTER 2.25 

MATHS (2 TAPES) 2.75 

ASTEROIDS 2.75 

REVENGE OF QUADRA 2.75 

METAGALACTIC LLAMAS 2.75 

CATERPILLA 2.75 

COSMIC CRUNCHER (CART) 2.75 
DONKEY KONG (CART) 2.75 

JET PACK 2.75 

ACE 2.75 

FOOTBALL MANAGER 2.99 

VIC AVENGER 3.50 


AVENGER 


THING ON A SPRING 2.99 

MANIC MINER 2.99 

KRAKOUT 2.99 

BOUNTY BOB STRIKES BACK 2.99 
JACK THE NIPPER 2.99 

FRANKIE GOES TO HOLLYW’D2.99 
FUTURE KNIGHT 2.99 

FIGHTING WARRIOR 2.99 

ASSAULT MACHINE 2.99 

WARRIOR II 2.99 

SUPER SUNDAY 2.99 

ELEVATOR ACTION 3.50 

NUCLEAR EMBARGO 3.50 

THE VIKINGS 3.50 

TARZAN 3.50 


BOULDERDASH 
I & II 

FOLLOW THE 
ADVENTURES OF 
“ROCKFORD” 


WAY OF THE 
TIGER H 


(4 GAMES) 

DORKS DILEMMA—TYCOON TED 
XARGON WARS—PETALS OF 
DOOM 


STARSHIP ANDROMEDA 3.50 

LAW OF THE WEST 3.50 

F.A. CUP FOOTBALL 3.99 

DALEY THOMPSON'S DECATN3.99 
DEUX EX MACHINA 3.99 

RESCUE ON FRACTULUS 3.99 

KORONIS RIFT 3.99 

SPACE SHUTTLE 4.25 

PITFALL II 4.25 

SUPER ZAXXON (DISC) 4.25 

DANDY (DISC) 4.95 

XEVIOUS 5.25 

HIT PACK 5.25 

COMPUTER HITS 5 5.25 

PITFALL 5.25 

DONKEY KONG 5.25 

DIG DUG 5.25 

NOW GAMES II 5.25 

MIND SHADOW (DISC) 5.25 

LITTLE COMP. PEOPLE (DISC) 5.25 
HERO (DISC) 5.25 

WARRIOR II (DISC) 5.25 

ASSAULT MACHINE (DISC) 5.25 

THING BOUNCES BACK 5.25 


y STAR 
GAMES 1 

WAY OF THE TIGER 
BARRY McGUIGAN 
BOXIING 
BEACH HEAD II 
RESCUE ON 
FRACTULUS 


ONE ON ONE 
ARCHON II 
7 CITIES OF GOLD 
INSTANT MUSIC 


EXPORT CUSTOMERS PLEASE NOTE 
PAYMENT SHOULD BE MADE IN STERLING 
PLEASE INCLUDE £0.75 PER TAPE FOR DELIVERY. 


SPECIAL OFFERS 


NOSFERATU 
MISSION A.D. 
HYPABALL 
SCOOBY DOO 
PARADROID 
HOWARD THE DUCK 
KARATE CHAMP 
MONOPOLY 
DANDY 

MISSION ELEVATOR 

LEVIATHAN 

DECEPTOR 


1530 DATASSETTE UNIT 
* C2N 


NE05 MOUSE + C HEESE 


ACROJET 

SIMULATE A ONE 
i MAN JET 


sft ALIENS 


LIMITED STOCKS! 
UNREPEATABLE OFFER! 


ALL PRICES INCLUDE VAT & DELIVERY 

FOB DELIVERY IN THE U.K. 


SEPTEMBER’87 


PLEASE MAKE CHEQUES OR POSTAL ORDERS PAYABLE TO 


MUSIC BV MAIL 


COMM 64 COMM 64 VIC 20 


COMM 64 


C16+4 


AMIGA 


MUSIC BY MAIL 
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Screen Scene 





COMMODORE 64/128 
Price: £9.95 





Y ou've had the Transformers. 
You've had the Gobots. 
Neither were much good. 
Now "Power-x-treme" (Power x 
what?-Ed.) Prepare to meet the 
'Centurions'. Puzzled? Well, let me 
explain, the Centurions are three 
men, Ace, Jake, and Max. 

These men are no ordinary men, 
these men are shown on Get Fresh! 
Join me on another great 
Centurions adventure... 

One day the Centurions were 
waiting eargerly for a visit from Zad, 
for he had prepared a lovely little 
batch of new weapons for them. 

Zad arrived, well at least most of 
him did, as he had blown away one 
of his limbs whilst testing the new 
weapons. After telling him how 
sorry they were, and then carefully 
listening to the instructions on their 



between Centurions. You can be any 
of the three Centurions you like, 
except when the other player is the 
one you wish to change to. 

The object is to find the six keys 
scattered about each of the three 
levels. You will need these to get out 
of the rooms and in to the next 
building. 

The nastys are no more than your 
average alien. Nothing special, just 
blobs shaped differently which you 
must shoot to kill with your dot-like 
bullets. 

Certain weapons can harm you 
just as much as the enemy if you're 
not careful. One of them, known as 
the ring weapon, is the one that took 
off Zak's leg. 'C' to 'H are various 
weapons of diffrent fire powers. 
Grenade is the one I'm sure you all 
know what this does! 

Where does the Tyron- 
Dichromate come in to all this? Well, 
as far as nuclear fusion is concerned 
it doesn't, but our acidic stomached 
Centurions, eat the stuff and get an 
energy boost. 

I thoroughly enjoyed this game 
once I had got to grips with it. At first 
your mind does tend to wander to 
thoughts of Gauntlet, but 
underneath there is a big strategy 
element which can be originally 
tricky—but the real fun comes 
when you adopt a basic strategy and 
have a little sucess. 

The graphics and sound are both 


The pad — will you be 
Ace, Jake or Max? 



Centurions, Transformers in disguise! 


Ferdy... or is it Max, heads for the lock. 


new, and most pjo^rful weapons, 
the Centurions wMed him farewell. 
Ace decided to late a quick stroll 


over to tl 
run dov/n 
when, 
sounds 
weapoi 
Terror ftadt 
they kp 
coursi 



Jo get a 
new tools 

S’. 


at the 
:entre. They-knew Doc 

.rand 

ifte*. Why of 
yrdftercfiroroate, a new 


chemical made to allow the process 
of nuclear fusion, but it had not been 
tested yet. 

The game's set out over three very 
large levels. Choose either one, and 
whether or not you would like to 
play a friend. And before you start I 
don't want any moaning from 
Wingeville complaining that you 
can't choose Ace or Jake or 
which ever one you want to be. You 



can but it happens while playing the 
game. You see the main difference 
between being Ace, Jake, and Maxi 
is that each can only walk on one 
surface of the three; air, water, and 
land. You will need to walk on all 
three to win which is why there is a 
pad which enables you to change 


fairly modest, but the title screen is 
absolutely spectacular and definitely 
one of the best I've seen in a long 
time. I would advise you to buy this 
unless you simply want a Gauntlet 
clone. This adds a little brain 
challenge to the original idea. 

Ferdy Hamilton 
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For all those who Announcing a competition you 


want to win £250 can enter without a coupon, 
in the Electronic a stamp or an envelope. All 
Yellow Pag GS you need to do is follow the 
competition, here’s instructions in the panel oppo- 
the answer. site to programme Electronic 


Yellow Pages into your 



computer. Answer one simple 


question and enter your name on the screen, and you then stand a 


chance of winning £250 or one of the many other cash prizes. 


But ours is not the only competition you'll find on Electronic 


Yellow Pages. Rivalry is fierce between different plumbers, car 


















rental companies, builders and other competing advertisers. 


Each one can display their latest rates and special offers. So if 


you want to compare the prices of several different firms, just 


HOW TO ENTER 

First, you must programme your 
. . terminal to connect to EYP: 

top o fsw keys to find the lowest quote. Electronic ^ you have a videotex terminal 

* / with a Database Directory, 

simply add EYP and the appro¬ 
priate telephone number below 
to the menu, as shown in the 
terminal handbook; 

. if you have a Teletype terminal, 

Yellow Paqes already covers all of London, (e.g. a microcomputer) simply 

^ set up a profile for EYP using 

the relevant telephone number 
and technical settings. If you 
are not sure how to do this, ask 
your computer supplier. 

To gain access, dial the number 

Guildford, Readinq and Watford. To find out more youv e programmed and, once 

' connected, you'll be asked for 

a user ID number. Simply enter 
the special competition ID 
shown below, and follow the 
instructions. 

' ^ if ACCESS NUMBERS 

about how this new service works, or it you For Teletype 300/300 

Dial: Reading (0734) 586255 

Enter ID: 5005 

For Teletype 1200/1200 

Dial: Reading (0734) 597231 

Enter ID: 5005 

For Videotex 1200/75 

have any difficulty qaininq access, phone our d°i ^"g ( 0734 ) sssisi 

• / w or go to Prestel page 3813 

Enter ID: 5006 

Like the whole EYP database, 
entering the competition is free. 
TECHNICAL SPECIFICATION 

- . Technical settings for EYP are: 

Helpline on Reading (0734) 506259. And even it 7 data bits, 1 stop bit, even parity 

1st £250; 2nd £100; 3rd £50; 
150 consolation prizes of £20. 
The closing date for entries is 
30th September 1987. 


you don't 


Electronic 


win the competition, 


Yellow Pages offers 


you'll still find that 


many rewards. 4 






















form 

;ooper 


SPECTRUM +3 £12.99. 
SPECTRUM 48/128K £8.99 
AMSTRAD tape £9.99 
CBM 64/128 tape £9.99 

Coming soon on Atari ST £19.99 
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C ould it be that Pirates are 
going to replace Ninjas as 
the new heroes of the 
computer game? Will we see staffs, 
shurikens and black pyjamas 
replaced by swords, parrots and 
wooden legs? Not if Pirates Of The 
Barbary Coast is anything to go by. 

"Action", adventure and 
derring-do on the high seas" but 
Cascade'^ game is not all it's 
cracked up to be. Despite the very 
nice packaging and graphics 
Pirates is badly let down by slow 
and uninteresting gameplay. 

The plot is full of the kind of 
cliches you'd expect. Whilst 
docked in Casablanca, your ship, 
The American Star, (the plot owes 
more to 20th Century Fox than 
18th Century history) is attacked 
by'Bloodthroat'. 

Bloodthroat, in case you hadn't 
guessed, is the bloodthirsty pirate 
villain of the piece. He has 
captured your daughter, 

Katherine, and is holding herto 
ransom for 50,000 pieces of gold 
(seems rather a lot). 

According to the map there are 
seven ports on the Barbary coast 
and you have to plod from one to 
the other in search of the poor 
unfortunate girl. You start out with 
5,000 pieces of gold, some crew, 
enough food to keep them scurvy- 
free for a few days and a few odd 


PIRATES 
of (he 
Barbary 
Coasi 

64/128 Price: 
CASCADE £9.95/cass 


by a trader who asks you if you want 
to do a little business. This trader 
has a different name in every port 
from Tangier to Tripoli, but looks 
remarkably identical wherever you 
are. You can haggle over the price of 
goods, but if you push it too far he 
gets a bit shirty and refuses to trade. 
You can then try out the local store 


the next port. 

I tried again. Better luck this time, I 
was attacked. Before you can fight 
back you must load the cannon. 
Using a pointer you point to the 
cannon you want to load and press 
fire. Then you point to the ball, 
cannon, brush, cannon and that's it! 
Provided you got them in the right 



does it? But there's one final factor 
that decided me against. Every time 
you decide to do something, like set 
sail, talk to the trader or go to the 
store; the old 1541 crawls into 
action, which, as we all know, 




Cap'll Buciak prepares to come ashore. 


All loaded up—but where are the pirates. 


supplies such as tobacco, wool and 
the like which you can trade. 

Other useful odds and ends can 
found lying around the ship, 
cannons and balls : a-£ta?tvt* 
them with for example. So the 
is that you sail from port to port 
selling a bit of this, buyin 
that, until you've got the n< 

50,000 to buy your beloved 
daughter's freedom (assumir? 
not perfectly happy where she is/ 
that is). 

Alternatively you can load the 
old bucket with enough firepower 
to give a fleet of nuclear 
sumbarines a good run for its 
money and try and talk 
Bloodthroat out of it that way. 

Whilst in port you are approached 


where, amongst other things, you 
can buy information. The news 
pretty expulsive in these 
s and its price doesn't always 
its value. I paid wef ^ 

* llliiiipi 

in Tripoli 

'Spme#irip8i^r| 

. Fakenoug 
an being in pofff 
ftly where's the toilet 
After staring at the 
waves for ten minutes I arrived at 



order. If not it's here we go again. 

This is supposed to be dead 
realistic, but having done it fifteen 
times I can tell you it' a pain in the 
; bot. If you manage to get the 
1 you can set the 
etevatipn and fire at ship that 



can board it and 
§et more useful 
In Slog, 
factually sound too bad, 


means you might as well go and 
play half a dozen games of 
Monopoly while you're waiting. 

The sound is pretty mediocre as 
well. There's no sea as far as I could 
make out and incoming cannonballs 
let out a feeble whistle; 

flTsTust 

rather, well, dull. Unless you're 
overly anxious to be on the high 
seas I'd turn to the Microprose 
Pirates review to see if it's any 
better. 
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B lack Magic is one of those 
nice 'n' cute games that 
Americans love so much. 
They'll palm it off on Junior to stop 
him playing socially unsound 
stuff. Junior then throws it back 
and says "hey pop, gimme back 
my Raid over Moscow ". 

Sadly, Black Magic is just too 
cute for its own good — it's 
sweeter than the chocs 
themselves. Worse still, it's well 
and truly in the ladders and 
platforms mould, with a sprinkling 
of Ghosts and Goblins here and 
there. 

Break out the cookies, the story 
goes like this. Anakar the magician 
(social paragon) had six eyes. 
Zahgrim the Red Warlock (social 
deviant) turns him to stone and 
scatters his eyes around the land 
of MariGold. You must find the 
eyes and replace them in the 
statue so that Zahgrim gets what's 
coming to him (is deposed). 

Your journey takes you through 
six levels of the land, which is 
conveniently strewn with ladders. 
Also strewn around is food, in the 
shape of fruit and roast chickens, 
and spell scrolls. You must collect 
both whenever you can because 


64/128 
Datasoft/ 

US Gold 

Price: £9.99/cass 
£ 14.99/cass 
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The game says it: "hit the spot". Bohdan says it's 
as flat as Watneys. 



you're constantly running out of 
food, and constantly running into 
predicaments that just cry out for a 
bit of hocum. 

The collection of nasties 
includes flowers that throw 
frisbees, trolls that curse you 
unless you give them food, and 
assorted demons, bats, ghosts and 
water monsters. Needless to say, 
that lot are all bad for your health. 
They can be sorted out by firing 
arrows at them, which you pick up 
as you go. 

Less nasty is a bird that 
ocassionally swoops down and 
picks you up. Sometimes it 
deposits you down in a reasonable 
spot and on others, right in the 
thick of it. 

You start as an apprentice, with 
a choice of only two spells — 
Vanish and Blink. Releasing 
prisoners as you go increases your 
points total which eventually ups 
your status and the number of 
spells available to you. By the way, 
this isn't difficult, prisoners are 
released merely by walking past 
them. 

A comprehensive set of 
information is displayed at the 
bottom of the screen: your health, 
food reserves, how many spells 
and arrows you have left, the level 
you're on, eyes collected and the 
number of points you've amassed. 
Keeping an eye on health, food, 
spells and arrows is pretty 
essential. Early demise is usually 
due to running out of food. 

You also need to know just 
when to use spells to stay out of 
trouble. The vanish spell, for 
example, will protect you but 
won't let you pick anything up. 

Blink simply transports you to 
another part of the maze, into a 
good ora bad area. 

Finally, messages are displayed 
in a window whenever something 
happens to you. The most 
annoying is, “Yum, yum, yum, that 
hit the spot", when you pick up 
some food. 

To its credit, Black Magic is a big 
game and offers a very large area 
to explore. Locations are 
signposted so you always know 
where you are. But there's nothing 
really special about the graphics, 
or the various nasties, nor is the 
gameplay particularly challenging. 

There's nothing shoddy about 
Black Magic. It's well programmed* 
and well designed. But however 
competent the execution, the 
idea is as flat as Watneys on a 
warm day. 

Bohdan Buciak 
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BRANDED DISKETTES. 
LOWEST PRICE. 
GUARANTEED. 


Mydisk is a fully branded, fully tested diskette, backed by a 2 for 1 
lifetime guarantee. At prices that are lower than you could buy 
unbranded products for. 

Mydisk comes in two sizes - either 13 or 27 diskettes. They have 
a sturdy cardboard box, envelopes and write protect tabs. 

See our pricing below! Order today to store your vital data on 
Mydisk high-quality diskettes. 


£6.99* vat 

box of 13 disks 

* Price per box for 10 boxes of product 1001. 
Trade enquiries welcome. 








1 

■ . \ 

Product 


Price per box of 13 disks 

/ 

\ 

No. 

DescriDtion 
box of 13 disks 

5Va" Double Sided/Double Density 48 tpi 

1 -d 

b-y 

IU + 

J 


1001 

7.99 

7.49 

6.99 

/ . 

\ 

1002 

1003 

d/ 4 Double biaea/Uuaa Density y6 tpi 

5 Vi" High Energy 1.6 Mb 

9.99 

13.99 

9.49 

13.49 

8.99 

12.99 

/ 

V 

1004 

3V2" Double Sided 135 tpi 
box of 27 disks 

16.49 
Price pe 

15.99 
r box of 

15.49 
27 disks 

/ 

\ 

1001-1 

5Vi" Double Sided/Double Density 48 tpi 

13.99 

13.49 

12.99 

/ 

\ 

1002-1 

1004-1 

5V4" Double Sided/Quad Density 96 tpi 
3V2" Double Sided 135 tpi 

15.99 

31.49 

15.49 

30.99 

14.99 

30.49 

/ 

\ 





1 _ 

\ 


Prices are inclusive of VAT, but exclude postage and packing. 
See below for details. 



Mydisk Limited 

Farley Hall, London Road 
Binfield, Bracknell 
Berkshire RG12 5EU 
Telephone 0344 863681 
Fax 0344 863999 
Telex 849999 NETNYN G 




for 1 lifetime guarantee. 

If a Mydisk diskette fails in use, for as long as you use it 
Mydisk will replace it with two disks. Understandably, we 
cannot guarantee damage resulting from misuse, nor can we 
assume responsibility for consequential damage. 


Product No 

Description 

Quantity 

Required 

Price £ 





Postage and Packing: Sub 

Royal Mail Total £ 

13 pack (up to 4 boxes) £3.00. Each additional 4 boxes £3.00. 

27 pack (up to 3 boxes) £3.00. Each additional 3 boxes £3.00. p os t a g e & 

Securicor 13 pack = 380gm. 27 pack = 750gm. Packing £ 

0-25kg £5.50 25-50kg £9.50 

50kg+ Free Delivery. 

(For next am delivery please add additional £3.50 per 25kg.) Total £ 

□ Recorded Delivery □ Securicor □ am delivery 





Please rush me my disks within 14 days. 
Name/Company_ 


Address. 


Postcode _ 
Telephone. 


Type of Computer System . 


Please send to 
Mydisk Ltd 
Freepost (RG1475) 

Bracknell 
Berkshire 
RG12 1BR 

Cheques should be made payable to 
Mydisk Ltd. 

































































Screen Scene 

64/128 

Odin/Firebird 

Price: 

£7.95/cass 
£ 12.95/disk 

appropriate icon, and your score 
gets boosted by 10,000 points. 

And then it's off to find the next 
monster and the correct weaponry. 

Both monsters and objects are 
randomly placed afresh at the start 
of each new game, so there's no 
point in drawing a map, either. 
Other than more or less infinite 


i 


T his is a real Frankenstein's 
monster of a game—a 
peculiar creation cobbled 
together from bits and pieces, 
sometimes dramatic and sometimes 
pathetic, lurching about looking for 
an identity (Wow!A metaphor!Ed.). 

Or to put it another way, it's a bit 
of a shambles in places. 

The plot is thin even by computer 
games standards, and tells of 
intrepid all-American football hero 
Harry Johns and his search for his 
beloved Conny. Conny is the 
prisoner of the sinister Dr Graves, 
held captive on an island populated 
by the horrific mistakes of the good 
doctor's pioneering experiments in 
genetics. 



These unfortunate creations bear 
uncanny resemblances to famous 
stars of Hollywood horror flicks — 
Dracula, Frankenstein's monster, the 
Mummy, the Wolfman, a zombie 
and a witch. Harry's got to kill the lot 
before he can once again enjoy 
Conny's ample charms. 

None of this prepares you for the 
horrific beginning to the game: a 
map of the island, dotted with 
triangular trees and wobbly 
contours, and in the middle of all 
this, a little matchstick man. It's 
about as chilling and sinister as a 
geography lesson. 

The little matchstick man is Harry, 
and as he sets off across the island, 
his little matchstick arms flap up and 
down as he blunders into the 
conifers and bounces off the 
coastline, heading for the nearest 
building. 

But once inside, graphics and 
gameplay improve dramatically. 

The rooms are crammed with 
balustrades and busts, vases, coffins 
and furniture, and though these are 
made from graphic stock items (the 
busts are the same in all buildings), 
they're sufficiently varied to make 
each tocation quite different. 

Harry has now grown to a good 




half-inch high, fleshed out with 
muscles and sweatshirt, and as he 
tiptoes across the room, swarms of 
witches and phantoms start criss¬ 
crossing the screen at every level. 

Harry might be tempted at first to 
try and leap over the ghosts and 
monsters, but if he tries this he'll be 
bounced around the screen like a 
pinball, his energy sapped and his 
firepower gone. The secret is for 
Harry to wade into the fray zapping 
away continually, cutting a swathe 
through the enemy. Don't worry 
about ammo — Harry can keep firing 
endlessly—or at least until he gets 
bounced again. 

Somewhere in the building, up a 
flight of stairs or maybe hiding 
behind a pile of crates, you might 
find the unmoving figure of Dracula 
or one of the other five monsters. 
Now all you've got to do is lead 
Harry to the right object which will 
slay the creature—in Dracula's case 
this will be a hammer and stake. But 
it's rare that both a monster and the 
means of its destruction will be 
found together in the same building, 
so Harry's got to scamper around 
the island once more, searching the 
other dwellings (all ghost-infested) 
until he picks up the tackle. A little 
gravestone then 
pops up at the 
bottom of 
the 

screen 
over the 


Arcade fun 
inside the 
ghoul-filled 
mansions 


•.. but 
matchstick- 
man tedium 
in between. 


firepower, Harry's also got the 
exorcist's equivalent of a Smart 
bomb, to be used sparingly. One 
wave of his hands and the screen 
magically clears of all spirits for a 
second or two. This proves useful 
when things get sticky. 

But just when things get going 
and you're enjoying yourself, 

Harry's got to search for the next 
building and once more you're 
looking at pictures of matchstick 
men in what must be one of the 
most tedious, time-consuming and 
generally duff game sequences 
ever. 

Bill Scolding 
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CALIFORNIA 



M any, many people in this 
world are addicted to 
something or other. The 
sadder cases are of drugs, the 
milder ones of cigarettes and 
sweets. I once regarded myself as 
a person of willpower but now 
even I have submitted to a craving. 

I can't go for an hour without 
playing this wretched piece of 
software! 

Now I've calmed down a little I'll 
begin to tell just what my ranting 
and raving is all about. The games 
(as you might notice) are set in 
California (you know, that place on 


the west coast of America where 
all they ever seem to say is 
'radical') and the sports in it are 
not straight-forward Olympic 
types as in previous Epyx games. 
The sports are a collection of all 
the obscure wild crazes sweeping 
the beaches of California. 

There are six events set out in 


the style of the previous Epyx 
offerings. The menu screen gives 
you the option to: play all events; 
play one event; play some events; 
or practice one event. You can play 
with one or two joysticks and up to 
eight players can join in the fun. Or 
you can view the high score table 
and look at my immense high 


scores! 

Epyx have also revolutionised 
games in a capitalistic sort of way, 
and included sponsors such as 
Casio. Maybe they could've 
dropped the price a little due to 
this. Oh well, on to the events_ 

HALF PIPE: Half pipe is a bowl¬ 
shaped rink on which all self- 
respecting skate-boarders practice 


Beware — wild ice creams about 
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Graphics 
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Toughness 
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6273 


their aerial and kick turns. The pipe 
looks as its name describes, like a 
pipe sawn in half, the only 
difference being that it is about 20 
feet high. The skater must skate up 
and down the sides until he thinks 
he has gathered enough speed to 
go for one of those fancy turns. 
Epyx have included three different 
turns which can be done, and the 
skater has three lives and a minute 
and a half to do thisffn—this event 
finds Epyx not even slightly 
dropping standards on their usual 
wonderful graphics, and 
faultlessly smooth animation. 

FOOTBAG: This obscure sport is 
commonly known over 'ere as 


inside out. Everyone, yes I mean 
everyone, has at one point been 
into BMX. Even the Ed. used to 
come in to work on a Mongoose. 
Anyway the object is for you to 
burn across a BMX course, 
negotiating the ramp and twigs 
and bumps in the course, and if 
possible getting in a couple of 
stunts on the way. 

FLYING DISC: Two extremely 
butch, Martina Navratilova- 
lookalikes are playing frisbee in 
the park. You must first control the 


thrower and ensure that her speed 
and angle are correct, then you 
must manipulate the catcher so 
that she can either dive, reach 
above her head of just simply run 
to catch the frisbee. In the words of 
the immortal Run DMC "It's 
tricky!" 

Looking at the screen shots and 
reading my description you might 
think 'great, this is as good as the 
rest of the Epyx series'. Don't. 
Think this instead. California 
Games is the best of the 'games' 
series, the graphics are a new first 
not only for Epyx but for the 64. 

The sound is amazing too and 
features the 60's classic 'Louie, 
Louie'. But the greatest virtue of 
the game is its ease of use and 
playability. 

The teeny-weeny groans I do 
have are that the cassette version 
is an oh-so painful multi-load. Still, 
this can't be helped. Many 
software houses aim to reach 
perfection: Epyx are far and away 
the closest. 

Ferdy Hamilton 


tricky part is pulling off the fancy 
moves such as the Doda, or the 
Axle Foley, as simply keeping the 
bag up will not get nearly enough 
points to hope for a medal when 
you are up against players of my 
standard (i.e. Extremely useless— 
Ed.). 

SURFING: There are times when 
I seriously wish that this event just 
wasn't on the game, but this is 
only because the Ed won't let us 
listen to anything else but his 
Beach Boys collection (extensive!) 
and he keeps singing 'Surfin' 


four crashes, which should be 
used if you hope to be awarded 
highly and get close to the tube. 

SKATING: No, don't worry, it's 
not of the icy, boring variety as we 
saw in Winter Games. This time 
it's of the hot California boardwalk, 
rolling variety. The object is to 
guide your bikini-clad, pouting 
redhead along the troublesome 
boardwalk, dodging monstrous 
obstacles such as melting ice¬ 
creams and cracks in the wood. 
There are also a couple of spins 
which you can pull off for extra 


U.S.A.' in a kind of would-be 
soprano. The event itself, however 
is pure magic. The feeling of 
getting on the computerised board 
and hitting a few curls is just 
radical. The object is just to surf in 
the most dangerous and exciting 
manner possible for the duration 
of ninety seconds. You are allowed 


in which Epyx show their amazing 
skill of simulating actual control by 
carfully deciding how the user 
must move the joystick for total 
success instead of doing as others 
and making it a left-right waggle 
job. 

BMX: Don't one of you begin to 
tell me you don't know this sport 


"I wish they all could be California Games . . 


"hacky-sacking". The object is for 
the player to keep up the hacky- 
sack or, if you prefer, footbag 
using just his feet, legs and head. 
The footbag is a golf ball-sized soft 
leather ball-type-thing, and is fairly 
tricky to keep going in real life. 
Although manipulating the 
computer is sightly easier, the 



























CALIFORNIA 
GAMES KIT 


It was, like, totally awesome — I was, like grossing out on 
California Games when maaan, this like cool thought hits 
me. Maybe those dudes would like to win all the kit featured 
in the game. Wow. what a, like, baad idea. Just, like, well 
think about it — a free surf board, BMX bike, roller skates, 
skateboard, frisbee, and hacky sack all as demo’d by the CU 
team in the pix. Maan you could be bitchin in that gear. 

It's easy to win, too. All you have to do is write in the name 
of the sport beside the jargon word below. 

Then runners-up get Ocean Pacific T-shirts and copies of 
the game, whilst another thirty runners-up get copies of the 
game. How totally generous. 

Each of the words refers to one of the sports featured in 
California Games. ^**w*^^ 

1 Bunny Hop 

2 Hang Ten ^ 

3 Stoked Out W 

4 Freewheelin # 

5 Backheel Flip 

6 Skimback 

Entries must reach CU on a postcard 
by September 26. Send to Bitchin 
Bad Compo, Commodore User, 30-32 

Farringdon Lane, London EC1R 3AU. JBBr 






























STACK COMPUTER PRODUCTS 


C64 C128 128D 


SWITCHABLE 
4 SLOT 

MOTHERBOARD 



• NEW 
UNIQUE 
SWITCHING 
SYSTEM 


• USE COMPATIBLE 
CARTRIDGES TOGETHER 

• MODEM VERSION AVAILABLE 


C64128128D VIC20 



• DRAW ACCURATELY 

• SOFTWARE + 10 GAMES 

• TAPE & DISK 

• PRINT PICTURES 


C64128128D VIC20 



STACK MOUSE 

» JOYSTICK/MOUSE 

> X-Y AXIS LOCK • BRITISH MADE 

> 100% CBM COMPATIBLE 


ALL CBM’S 


C64 C128 128D 




> 100% CBM COMPATIBLE 
» COUNTER 

> RECORD LIGHT 

> C16/+4 ADAPTOR £2 EXTRA 


NEOS MOUSE & CHEESE 

• TAPE £24.95 

• DISK £29.95 


1540154115501570 


NOTCHED 



HALVE DISK COSTS 


» Use both sides on single 
sided drives 



ALIGN & CLEAN 
ALL CBM TAPE 
DECKS ON ALL 
CBM’S SIMPLY 



5V4" • LOCKABLE DISK 
STORAGE BOXES WITH RIGID 
INDEX SEPARATORS 


C64 128’s IN 64 MODE 


• EXPERT WITH ESM.£29.95 

• FINAL CART!.£29.95 

e FREEZE MACHINE.£29.95 

e ACTION REPLAYBT.£29.95 

WE WILL ALWAYS SUPPLY THE LATEST 
VERSIONS 


1540 1541 1550 1570 1571 128D 



A • 10 SUPER DISKS 

IN LIBRARY CASE DSDD 

B • 10 HIGH QUALITY IN 
POLYTHENE BAG 



BS3120 



C64128 +4VIC20C128D 


FULL S232 
BI-DI INTERFACE 


FROSTERED-BLACK TRIMMED 
ANTI-STATIC FIRE RETARDANT 


ALL OTHERS AVAILABLE 


64/20/16 
Plus 4 
128 
128D 

C2N/1530/1531 

1541/1570 

1571 

MPS801 

1701 


1.75 

2.75 

3.50 

4.50 

1.50 
3.00 
3.00 
3.00 
6.00 



» CONNECT ANY 64/128 
» SEND/RECEIVE 


64128 +4C16VIC20128D 



• FULL CBM 
COMP. 

• FULL 
GRAPHICS 
ON DOT 
MATRIX 
PRINTERS 

• USE 3+1 
ON PLUS 4 

• CHAINABLE WITH DISK 


1520 PRINTER/PLOTTER 


ALL CBM’S 


C64 128 



PACK OF 4 PENS 
BLACK, RED, BLUE, 
GREEN. 





INTERPOD 


PRINTER 
BUFFER 

• ALL CBM COMPUTERS 

• ALL CBM PRINTERS 

• 64K BUFFER.£90 

• 32K BUFFER.£70 



IEEE/R5232 - C64 

• USE 4040/8050 DISKS 
ON 64/128 

• BI-DI RS232 
(IEEE LEAD £18) 


CABLES 


• DISK PRINTER.£4.75 

• TV LEAD.£1.75 

• USER PORT 

CENTRONICS.£18.00 

• AMIGA 500 

PRINTER.£18.00 

• SERIAL SPUTTER....£7.25 

• RS232(2 metres) £15.00 


64 128 128D V20 


RESET SWITCH 



RESET & POKE 
USER PORT TYPE 


NEW PRODUCT 



IEEE 

488 


CBM 

SERIAL 


USE DPS1101 
ON IBM, AMSTRAD 
ETC. 


CENTRONICS/C64 
INTERFACE INCLUDING 
8K BUFFER 

CENTRONICS IN/CBM 
SERIAL OUT 


CENTRONICS 


R5232 


CBM 

USER PORT 


IEEE 


33032 


39000 

A0031 


32032 

K0208 


38000 

K0209 


CBM 

SERIAL 


3900 

A0031 


92064 

A0068 


92088 

A0068 


98000 

A0031 


CENTRONICS 


29008 


22064 


28064 


RS232 


38000 


A0031 


82064 


88120 


A0012 


CBM 

USER PORT 


A0003 

A0043 


A0012 


INTERFACE MODEL-NUMBER-FINDER CHART 


C64 128 


• ARROW + £11 

• HIGH SPEED CASSETTE 

• M/C MONITOR 

• ASSEMBLER/DISASSEMBLER 


• SUPER HELP £12 

e 20 BASIC COMMANDS 

• ASSEMBLER/DISASSEMBLER 
e MONITOR & D.O.S. SUPPORT 


• BLITZ COMPILER £15 

e RUNS BASIC MUCH FASTER 
e ACCEPTS EXTENSIONS 

• SIMPLE OPERATION 


VIC MODULATOR 



• 64 POWER SUPPLY.£26.95 

• C16 POWER SUPPLY.£22.00 

• +4 POWER SUPPLY.£28.98 

• 128 POWER SUPPLY.£52.44 


VIC 20 


• 4 SLOT 
MOTHERBOARD 
SWITCHABLE 

• 3/16K RAM PACK.£34.95 

• 3/16/32K RAM PACK.£49.95 


C64 128 128D 



► 16 RAM PACK 



FREE 40 PAGE 
CATALOGUE 
AVAILABLE 
ON REQUEST 


REVS 

ANALOGUE 
JOYSTICK 
• FULL MOTION 
' SUPERB FOR SIMULATIONS ' 


PRICES INCLUDE 
VAT 

P&P £1.90 U.K. 

(FREE OVER £20) 

OVERSEAS £3.00 


• DISICCLEANER.£7.50 

• COPYHOLDER.£15.90 

• MONITOR SWIVEL 12".£13.80 

• MONITOR SWIVEL 14”.£17.25 

• SURGE PROTECTOR.£22.00 

• LO-LINE CASE..£19.95 

• 1525 PAPER.£23.80 

• 016/+ 4 CASSETTE ADAPTOR...E3.75 

• 016/+ 4 JOYSTICK ADAPTOR..£3.75 


MEEDMORE 
(Distribution) LIMITED 
28 Farriers Way 
Netherton 

Merseyside L30 4XL 
Tel: 051-521 2202 










































































































Screen Scene 



Piranha 
Software 
Commodore 
64/128 
Price: 

£7.95/cass 
£ 13.95/disk 



Another naff 'flip' screen Gauntlet rip off. 


good day's work. 

Apart from picking up keys (to 
open doors) blood bottles (to 
replenish you blood supply) and 
garlic bombs (they zap all the 
aliens in the immediate vicinity), 
there's one object that must be 
found and picked up per level. 
Without all five-stake, mallet, piece 
of mega-garlic, mirror and crucifix 
— you won't be able to kill the 
GSV. 

The screen gives a constant 
display of your blood-count and 
how many keys and garlic bombs 
you're carrying. Your blood level 
decreases rapidly as you come 
into contact with bloodsucking 
bats, so blood bottles must 


The Astonishing Adventures 
of Mr Weems and the 

sw mm Rfs 



Mr Weems picks 
up a gold pot — 
but where are the 
She Vampires. 


P iranha have done a good 
job of not letting on that this 
game is a Gauntlett rip-off. 
They've given it one of those twee 
gut-wrenching titles and they've 
somehow omitted to feature any 
giveaway screenshots on the 
cassette inlay. 

Add to that the drawing of 
women with Page Three cleavages 
on the inlay card, and you've got a 
pretty good cover-up job. But not 
good enough for CU's Clonewatch 
UK department—now over to Sue 
Cook and Inspector Knacker. 

Piranha are trying, and failing 
dismally, to spoof the honoured 
Gauntlet tradition. Instead of 
mythical heros we get Mr Weems, 
a failed bespectacled accountant 
who's launched into a new career 
as a vampire hunter. Instead of 
Gauntlet's zapper spells, wimpy 
Mr Weems is armed with a gun 
that shoots bits of garlic at the 
blood-sucking nasties. None of 
this is very funny—I've never yet 
chuckled over a piece of garlic. 

On a more technical note, Mr 
Weems has no companion to help 
him though the various mazes. 

This element of teamwork is 
essential, as we all know, to any 
Gauntlet-type game. 

For what it's worth, the game 
features six levels of a Mansion 
through which Mr Weems must 
progress, shooting bloodsucking 
nasties, Frankenstein-like 
monsters and She Vampires. The 
aim is to make it to the sixth level, 
where you find the Great She 
Vampire in her penthouse suite. 

Kill the GSV and escape from the 
Mansion and you'll have done a 


Mr Weems glasses 
steam up as a 
vampire flashes 
at him. 


constantly be picked up. Once 
you're out of blood it's back to the 
title screen. 

Garlic bombs clear the screen 
(not the whole level) of nasties and 
only then can you shoot and 
disable the coffins that generate 
them. As soon as you move off 
that particular screen the bomb 
loses its effect so it's best to use 
them judiciously. 

There's also a garlic pill you can 
use to give yourself a short period 
of immunity. Nastiest of the 
nasties are the She Vampires who, 
if they bump into you, divest you 
of what you were carrying at the 
time. It takes a lot of shots to 
despatch them. The shots, by the 
way, look like Hula Hoops. I've 
never laughed at Hula Hoops 
either. 

Although graphics are 
reasonable and up to the 
standards you'd expect, there's 
nothing special or different about 
them. You get the usual overhead 
view, and the usual manic swarms 
of nasties that appear out of what 
look like medieval cooking pots. 

In mitigation, levels are large 
and complex, scrolling both up 
and down, and sideways. 

Scrolling, though, is not smooth. It 
jumps from screen to screen. And 
annoyingly, when you return to a 
previous screen, you find all the 
cooking pots and nasties have 
reappeared. Action is as fast and 
furious as you'd expect but 
without the teamwork element to 
add interest, it all becomes very 
futile. That sums up the game 
really. 

Bill Scolding 
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ALLTITLES OF SOFTWARE 15% OFF RRP 
FOR ALL COMMODORE MACHINES 


HARDWARE 


CBM 128+MOUSE+RECORDER.£229.95 

COMMODORE 64C PACK.£229.95 

AMIGA A500.£539.95 

128D.£489.95 

CITIZEN 120-D PRINTER (incl. I/Face).£199.95 

MPS1000 PRINTER.£249.95 

DMP2000 PRINTER incl. CBM.£169.95 

1541C DISC DRIVE.£189.95 

1571 DS DISC DRIVE.£259.95 

PHILIPS MED-RES COLOUR MON.£299.95 

CBM 1901C COLOUR MON. HI-RES.£299.95 

CBM 1900M C128 MONITOR.£119.95 

PANASONIC KX-P1081 PRINTER.£179.95 


C64 REPAIR £35 max. 


REBOUNDER.£7.99 

SHOCKWAY RIDER.£7.50 

THING BOUNCES BACK.£7.99 

SHADOWS OF MORDOR.£7.50 

REVS PLUS.£7.95 

LAST NINJA.£7.99 

MAX TORQUE.£7.50 

WORLD CLASS LEADERBOARD.£7.95 

ROAD RUNNER.£7.99 

BLACK MAGIC.£7.95 

BARBARIAN.£7.99 


SOFTWARE 


TAPE 

GRAPHIC ADVENTURE CREATOR.£18.95 

ART STUDIO.£12.95 

TASWORD. 

OXFORD BASIC. 

PRINTSHOP. 

PETSPEED 128 COMPILER. 

TRIVIAL PURSUIT.£11.95 

PIRATES.£11.95 


DISC 

£22.95 

£15.95 

£16.95 

£29.95 

£32.95 

£39.95 


SPECIAL OFFERS 

MODEM 1000 and MUSTANG CBM INTERFACE 
M. R .P. OCA AC 
£139.95 -510 

SUPER TYPE-BY PRECISION 
M. R .P. QO 

£14.95 X»0-5951 


ACCESSORIES 


CBM DATACORDER.£34.99 

ALTAI C64/128 RECORDER.£24.95 

C64/128 ADAPTOR FOR ANY RECORDER.£19.95 


37 SEAVIEW ROAD ■ WALLASEY 
MERSEYSIDE ■ L45 40N. 
Telephone: (051) 630 3013 
24 Hr ANSAFONE 


C64/128 DISC DRIVE/PRINTER CABLE.£3.99 

DISC NOTCHER.£4.99 

BOX 10 5V4" AXIOM DSDD DISCS.£9.95 

QUALITY BULK 5V4" DISKS.25 for £12.99 

64C REPLACEMENT CASING FOR OLD 64.£19.95 

LOCKABLE DISC BOX (HOLDS 100 5V 4 ").£10.95 

COMPUTER/TV LEAD (2m).£2.59 

HEAD ALIGNMENT KIT (Specify model).£4.99 

MAGIC MONITOR LEAD.£14.95 

VIC-20 UHF MODULATOR.£14.95 

MPS 801 RIBBON.£4.99 

MPS 803 RIBBONS.4 for £15.99 

2 for £8.99 

STAR NL10 RIBBON.£5.95 

CITIZEN 120D RIBBON.£4.95 

CBM USER PORT MOTHERBOARD.£14.95 

DATEL EXPANSION SLOT.£19.95 

CBM64/VIC PSU.£24.95 

ACTION REPLAY (LATEST).£28.50 

DISC DEMON.£63.99 

EXPERT CARTRIDGE WITH ESM.£37.50 

DOLPHIN DOS 64.£69.95 

DOLPHIN DOS 128.£79.95 

FREEZE MACHINE.£24.95 

DATA SMART CART.£29.99 

QUICK DISC +.£16.95 

USER PORT RESET SWITCH.£5.99 

C64/VIC LUXURY COVER.£6.95 

1541/1570 DUST COVER.£4.99 

CBM 64C LUXURY COVER.£6.95 

CBM 128 LUXURY COVER.£6.95 

NEOS MOUSE/CHEESE (DISC & TAPE).£34.95 

KONIX SPEEDKING JOYSTICK.£11.95 


HOTLINE 051-691 2008 




CREDIT 

CHARGE 


FREE C12 DATA TAPE WITH 
EVERY ORDER QUOTING CBM 
USER. OCT. ISSUE 
+ FREE 20 PAGE PRICE LIST 
WITH FIRST ORDER 


Postage and Packing 
Items under £20 add £1.00. 
Items under £50 add £2.00 
Items under £100 add £5.00 
Items over £100 add £10.00 


Overseas customers: Full price shown 
will cover carriage and free tax. 


omissions since going to press. 


TAPE BACK-UP BOARDS 

FOR CBM-64/128 VIC-20 

The Mk. 1 BACK-UP BOARD uses a second CBM type cassette deck to make a copy 
of a program as you load the original. Very easy to use. £8.95 inc. P&P. 

NEW IMPROVED Mk. 2. BACK-UP BOARD now with built in speaker. You can hear 
the data being recorded onto the second deck as it copies your original program. This 
board works two different ways. Switched to 'NORMAL' it operates as a Mk. 1. Switched to 
‘GENERATE’ 64/128 owners can use our GENERATOR software to regenerate a copy 
of a program on the second deck as it loads from the first. This method can produce a 
better quality copy that the original. Mk.2. & software £14.00 inc P&P. Return your Mk.1 
to be modified to Mk.2 for £5.00 inc software & P&P. 

AZIMUTH HEAD ALIGNMENT TAPE by INTERCEPTOR for ‘64 . Use this test tape 
with your ‘64’ to adjust the heads of your decks to make a perfectly matched pair. Full 
instructions and screwdriver supplied. £8.50 inc P&P. 

ROM SWITCH/RESET BOARD. Resets ALL programs that a standard reset switch 
can’t. A socket for an 8K eprom is also included. Full instructions supplied. £8.00 Inc P&P. 

All products guaranteed for 12 months 

Send your cheques/P.O. or stamp for details to: 

TURBOTRONIC, 46 Ripon Street, Parkinson Lane, HALIFAX, West Yorkshire HX1 3UG. 

Tel: (0422) 52020 

(Overseas customers inside Europe and 50p, outside Europe add £1.50) 


BRIGHTSOFT COMPUTERS 


FELTON PARK, FELTON, MORPETH, NORTHUMBERLAND, NE65 9HN. TEL: (067087) 319 Hotline 


ACCOLADE TRIPLE PACK 

7.20 

LAST NINJA D2 

7.20 

TAI PAN 

6.50 

ALTER EGO M/FDK ONLY 

16.95 

LAUREL & HARDY D2 

7.20 

THING BOUNCES BACK 02 

7 20 

ARMY MOVES D1 

650 

LIVING DAYLIGHTS D2 

7 20 

TRIO HIT PACK D2 

7.20 

AUF WIDER MONTY D2 

7.20 

LURKING HORROR DK ONLY 

19.95 

W CLASS LEADERBOARD 02 

7.20 

AUTO DUEL OK ONLY 

16.95 

MAG MAX D1 

650 

WAR GAME GREATS D3 

11.95 

BARBARIAN THE WARRIOR D2 

7.20 

MASK D2 

7.20 

WIZBALL D1 

6.50 

BRIDE OF FRANKENSTEIN D1 

7.20 

MAX TORQUED1 

6.50 

W0NDERB0Y D2 

7.20 

CHAMPIONSHIP BASEBALL D2 

7.20 

METR0CR0SS D2 

7.20 

ZYNAPS 01 

6.50 

CHAMPIONSHIP FOOTBALL D2 

7.20 

MURDER ON ATLANTIC D3 

11.95 


COLONIAL CONQUEST DK ONLY 

19 95 

MUTANTS 01 

6.50 



CONFLICTS II D2 

7.20 

0INKD2 

6.50 

★ ♦AMIGA RANGE♦♦ 


CONVEY RAIDER D2 

7.20 

PAPERBOY D2 

7.20 



DEATHSCAPE D1 

7.20 

PIRATES 03 

11.95 

OUR PRICE 

DECEPTOR 

7.20 

PROHIBITION 

7.20 

BARBARIAN 

19.95 

DEFENDER OF CROWN OK ONLY 

11.95 

QUARTET D2 

7 20 

DEFENDER OF CROWN 

37.95 

EAGLES D1 

6.50 

REBOUNDER D2 

7.20 

DEJA-VU 

23.95 

ELECTION 

7.20 

RENEGADE 

6.50 

GUILD OF THIEVES 

19.95 

ENDURORACER D2 

7.20 

REVS + D1 

7.20 

HOLLYWOOD STRIP POKER 

16 95 

EPYX EPICS D2 

7.20 

ROADRUNNER 02 

7.20 

KARATE KID II 

19.95 

FREEZE FRAME MK4 cart 

27.95 

SAMURAI TRILOGY D2 

7 20 

LEATHER GODDESS 

23 95 

GAME OVER 

8 95 

SECTOR 90 

6.50 

MEAN 18 GOLF 

23 95 

GEMSTONE HEALER DK ONLY 

16.95 

SHADOW SKIMMER 02 

650 

S.D.I. 

23 95 

GETTYSBURG DK ONLY 

23.95 

SHADOWS OF MORDOR D2 

6.50 

STARGLIDER 

1995 

G0B0TSD1 

7.20 

SLAP FIGHT D2 

6.50 

STATI ONFALL 

23.95 

GUILD OF THIEVES DK ONLY 

16.95 

SPY VS SPY 3 D3 

7.20 

THE PAWN 

19.95 

GUNSHIP D3 

11.95 

STAR PAWS 

5.95 

ULTIMA III 

19.95 

IQ D2 

6.50 

STARFOX D1 

7.20 

WINTER GAMES 

19.95 

KILLED UNTIL DEAD D2 

7.20 

STIFFLIP & CO. D2 

7.20 

WORLD GAMES 

19.95 


D=Disk available D1 =9.95, D2=11.95, D3=16.95 
If you don't see any program here please ring our hot line between 9am-7pm Mon/Sat. 

All prices incrude FREE post ancfpacking. MAIL ORDER ONLY. 

Cheques/PO, made payable to Brightsolt Computers. For regular update lists please send SAE stating which computer. 
PLEASE NOTE ANY GAME NOT RELEASED WHEN ORDERED WILL BE SENT ON RELEASE DATE. 



BY STAVR0S FAS0ULAS CBM 64/123 













































































































# Screen Scene 
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64/128 

Imagine 
Price: £8.95 
/Tape 
£ 12.95/Disk 


T he words 'game over' are 
probably one of the 
universally understood 
phrases in the game world. Why this 
game is called "Game Over" 
escapes me. I've read and re-read 
the press hype, the instructions and 
the back of the inlay, but, to no avail. 


Enough of this, let's insert 20 pence 
and carry on with the review. 

So we grasp the joystick and break 
down the game. Ahh, you can "Pow 
Up" for better weapons, obtain the 
odd force field, or a lethal mine. It 
sounds very arcady to me. Although 
unlike most arcade games where 
you don't have a plot and have to 
work out what the green button 
does, you are informed of this in the 
instructions. 

In an amazingly far-away galaxy, 
there is a beautiful and wicked 
woman. Also very accomplished, as 
she, with the aid of Lieutenant 
Arkos, has conquered five 
confederations of planets. Aided by 
her countless army of Terminators 


she was almost unstoppable. Then 
the intelligence of Lieutenant Arkos 
developed in such a way that he 
finally left the Queen's service to 
fight with the rebels. Arkos is the 
only one who knows the true 
combat abilities of the Queen's 

There's a gun... 
but where's the 
nipple? 

Terminators. So he is the only one 
able to destroy the Queen's reign. 
Hmm, not the Queen herself. Could 
this game be sequelled? 

There are two phases to this 
game, each one on a separate 
planet. Hypsisand Sckunn. 

Although they sound like diseases to 
me, I have reliable information 
(Press Hype) that the first planet is a 


Why all the Badgers 
in C5's? 


computerised prison, while the 
second is the imperial place. So off 
we set armed with only a laser and 
small supply of grenades to battle 
our way through 20 screens of 
unimaginable terror. Where we have 
to face such abominations as 
Guardian Robots (Ants in canoes), 
Green monsters (Small snot's), 

Laser Shooters (Daleks with no 
noses), Giant Orko (Big snot), and 
last but by no means least the Giant 
Robot (Unstoppable lanky person). 
So have we cleared that level yet? 
Good. Now it's time to catch 
Sckunn. 

O.K., now we're in a nice bit of 

Shoot that spiky 
sucker. 




Game Over and 
don't you just wish 
it was! 

jungle on our way to the 
Queen's palace. What you will 
encounter in this world are: Kaikas 
(Floatingus-Freisers (Who Knowus 
and Who really Caresus), Laser 
Shooter (Ouchus There Goesus 
Another lifeus), Giant Guardian (Oh 
F***us!). 

Thus concludes another flop from 
Imagine. The instructions portray 
the game in a way that makes it 
sound really good, and there's also 
the clever bit of advertising with the 
Queen exposing her nipple 
(subsequently covered up — Ed.). 

The sounds are good (for a laugh), 
so are the graphics (for an even 
bigger laugh). The game's sort of a 
flip screen Ghosts and Goblins 
except it's set about a milenia or 
three in the future. 

Well, there goes my last life, and I 
wonder to myself whether it's worth 
the effort for another go, let alone 
the asking price for the game. I think 
I'll go and do something more 
interesting with my life, like watch 
Ulysses 31, yeah, it might help me to 
forget what I've just attempted to 
play. 

Mark Patterson 
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Hasrinaxx 
and his 
trusty 
Golem 

◄ cross 
the 

bridge. 

Firebird 
Price: . 

£9.95/ J 
cass 

A wooden 
cross marks 
the spot— 

◄ but 

whose 
grave? 


c.u. 

Screen 

Star 


D ruid is back with a bang. This 
sequel offers a huge 
improvement on the original 
Gauntlet clone. Remember the 
original seven spells—how brilliant 
they were—the Golem, the Fire 
Spell, the Invisibility Spell—well 
now get this —Druid II features no 
less than 25 spells. 

I won't attempt to list them all — 
save to say that several of them are 
totally new like Recharge, Armour 
and Teleport — all pretty self 
explanatory but pretty special 
t'boot. 

The background graphics are even 
sharper and more detailed than 
Druid I— which in turn were better 
than the graphics in any of the 



























Gauntlet clones and, dare I say, the 
official version from US Gold. 

The reason for the return of the 
cloaked hero—once described by a 
very important Firebird person as 
looking like a 'blue Santa' (draw 
your own conclusions) is all due to 
the evil Mage. Apparently this so 
and so has turned the once peaceful 
land of Belorn into a hell and its 
inhabitants into the living, walking 
dead. 

Only you, the wizard Hasrinaxx 
can right this wrong. 

Your task is to journey the ten 
lands of Belorn and destroy all the 
demons by firing at them constantly 
and casting Deathlight or Deathland 
spells. 

When one of these demons starts 
to die its colour will start to change 
and a few more shots should finish it 

Improved graphics o 


off — but be careful to dodge its 
continuous stream of fireballs. 

Mapping is essential in this 
version as it was in the original. 
Watch CU's Play to Win column for 
help here—though I must say I am 
thoroughly enjoying mapping it all by 
myself. 

This is an excellent game— 
certainly one of the best arcade 
adventures I've played. It is a timely 
reminder of the fact that all good 
designers borrow each other's ideas 
and then improve on them. 

That is how computer games have 
improved over the last few years 
anyway, as far as I can see. The 
Enlightenment—Druid II [\ think 
Firebird have been watching too 
much Rambo) points the way in 
which The Gauntlet type of game 
can develop. 

the backdrops. 



What makes it special is the 
increased sophistication of the 
challenge added by all of the extra 
spells—whilst retaining the 
essential explore and blast nature of 
the coin-op game on which Druid 
has been based. 

The game comes with a thorough 
instruction booklet—listing all of 
the new spells and telling the story 
of Hasrinaxx the Druid. A 
spellbindingly excellent game and 
—from a company that also markets 
cheapos—a reminder of the home 
truth — ''you get what you pay for". 



I, for one, would have no hesitation 
over handing out a tenner for this 
game. 

Eugene Lacey 
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Waste them spiders quickish. 




TM & £ 1987 Atari Games Corporation. All rights reserved. 

Electric Dreams Software. Authorised User. 
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G reat, one of those 
Infograme whodunnit 
strategy games. Break out 
the six pack and the family size 
Cheezy Munchees. Hang on, what's 
this? No wacky murder to solve? No 
clue hunting to do? What a bummer. 

Prohibition is Infogrames' first 
outright shoot 'em up. Why they 
should stray from the path that's 
brought them acclaim, I just don't 
know. Probably because the shoot 
'em up merchants are making more 
money. 

The blurb goes something like 
this. The police have hired you to 
eliminate New York's criminal gangs 
because they can no longer cope 
with the crime rate—too busy 
watching Hill Street Blues. So you 
grab your trusty Tommy (not 
Tommy of Tips fame) gun and make 
holes in as many pork pie hats as 
you can. 

In reality, the game is even less of 
an exciting prospect. In front of you 
is a street of buildings with lots of 
windows. The aforementioned pork 
pie hats appear in them at intervals. 
So what do you do? Well, you 
simply shoot at them — no more, no 
less. It all has a more than passing 
resemblance to the rather dated 
coin-op Streetfight. 

Shooting the villains is not as easy 
as it sounds. For a start, since you're 
using a machine gun, your gunsight 
jerks all over the place, thus making 
accuracy difficult. Employing what's 
known as the Rambo technique 
simply pebbledashes walls, leaving 
the villains totally unscathed. 

You have five seconds to find the 
villain and fill him fulla holes before 
he blasts back. In this you're aided 
by an on-screen direction arrow and 


64/128 
Infogrames 
Price: £9.99/cass 
£ 14.95/disk 


Waste that fink 
top right. 


Liquidate that flasher. 


a countdown box. A few more 
seconds can be gained by pressing 
the spacebar—but you can't do that 
too often. Get blasted and you lose a 
life—I think. I say "I think" because 
there's no display of lives left, or 
ammo left, or strength left, or 
anything left. You simply carry on 
until the title screen pops up. 

Anyway, so you carry on wasting 
mobsters. Predictably, villains get 
more difficult to hit. Some of them 
need a bucketful of bullets before 
they'll go down, whilst others 
crouch low just above a window 
ledge. 

As you progress, you'll find 
villains in more unusual spots; one 
pops up from behind a wall, whilst 
another one makes a pretty good job 
of looking like a fire escape. When 
you've finished off all the villains in 


the street scene, you move into the 
building itself. I've never got this far, 
but I assume the strategy remains 
more or less the same. 

I'm told that the Spectrum and 
Amstrad versions feature innocent 
victims and bystanders. These don't 
seem to have been implemented on 
the 64. Pity, shooting a few 
pedestrians might have 
been more fun than 
plugging mobsters. 

Prohibition sets out to be a test of 
joystick rather than greymatter 
prowess. And when it's achieved 
this aim is questionable. It seems to 
me that no matter how well you 
line-up your target, hitting it is 
something arbitrary. This is 
annoying and doesn't inspire you 
with confidence to try harder next 
time, especially since the villains 


always appear in the same 
sequence. How boring can you get? 

In mitigation, graphics are well up 
to Infogrames' standards and 
there's a reasonable tune that plays 
throughout. But none of this 
compensates for a game that's 
totally lacking in depth or sustained 
interest. We expect much more for 
the money — like a good murder. 

Bohdan Buciak 
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• Screen Scene 


Take out the punk in 
the middle window. 









































































































Activision 

64/128 

Price: 

£9.99 cass 
£14.99 disk 

S DI or, if you prefer, Star Wars, 
is, as you all must know, a 
fairly controversial defence 
policy. In High Frontieryou are the 
project leader who must plan staff 
and resources to construct an 
effective defence system as the 
world teeters on the brink of nuclear 
war. 

The game is icon controlled and is 
played through a series of screens 
that represent the research and 
development, espionage, SDI 
command, threat and world 
displays. As the President gives you 
funds and manpower you can 
assign them to develop any of the 
eight possible weapon systems. For 
each stage of a system's research, 
development and hopeful 
deployment you need to meet the 
man and dollar costs represented by 
















High Frontier — a totally icon driven strategy game. 


mnarn 


bars on the screen. Some weapons 
and some stages take more 
resources than others so it's 
inevitable that you won't be able to 
develop all the systems at once. 

The Espionage screen allows you 
to allocate points to three different 
information-gathering services that 
will give you the latest totals of 
enemy missiles, warheads and the 
state of Soviet counter-measures to 
your systems. It's pointless pouring 
money and manpower into a system 
that the Russians can stop. 

Finally, the Threat screen warns of 
any increase in Soviet troop 
movements and the threat of war, 
and the World screen is used to 


































































































































































Screen Scene 


T 


show the passage of time until one 
of the icons flash to show an 
injection of funds, research 
breakthrough or Soviet exercises. 

To build an effective system you 
will need as much money and men 
as you can get from the President. 

He will contact you from time to 
time to get a progress report in the 
form of a percentage of Russian 
warheads you think you can destroy. 
To get the most funds you will have 
to lie. The lies you tell will depend 
on the President in power. A "Hawk” 
President will give you funds as long 
as he thinks the system is working 
but it's dangerous to let him think 
it's too effective as war will result. A 
"Dove" President will only respond 
to Soviet pressure and will be mean. 
A a realistic one will occupy a 
middle ground. Whichever 
President you choose, you will have 
to take account of the hawk, dove or 
realistic approach by the Soviet 
leader and generally overrate the 
system initial progress and then, 
tone down its effectiveness when 
it's actually active to give you extra 



& 



The arms balance represented graphically. 

time to get as many systems in orbit 
as you can before war breaks out. 

Your best chance of success and 
survival is to create a balanced 
defence system to attack the Soviet 
missiles (each of which contains 
multiple warheads) as soon as they 
are launched, then to take out the 
warheads as they are released along 
with their decoys in space and then' 
finally to fire anti-missiles as the 
warheads begin to fall on American 
targets. I found the best balance was 
to take out as many missiles as 
possible, as destroying one missile 
will destroy all its warheads before 
they are released, and then to 
launch a major attack with 
(hopefully) two defence systems 
against the warheads in space. 

Ignoring the third stage usually 
works and is safer than the third and 
final stage which, if successful, 
creates nuclear explosions above 
the cities rather than on them. 

However you can usually avoid 
that sort of posthumous victory by 
careful planning, a cool strategy and 
by using all the game screens. For 
example, the SDI command screen 
appears as only a way of checking 
and arming the system as and when 
prompted but you should 
continually check this without 
prompting as you can launch 10 or 
20 rockets carrying a system before 
the system would prompt you to do 
this. 

High Frontier is a good game 
based on a situation we hope will 
never happen, but it's slightly 
worrying that the way to win is to lie 
to the President! 

Tony Hetherington. 



Messages flash up in the centre panel — 
building the tension and setting the scene for 
the holocaust. 




Sophisticated surveillance systems tell you 
everything about the enemy. 


































































































































































Much more 5cramb!e~l»ke fun here. 


— nice graphics hut a yawn to play. 
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C64/128 
Quicksilva 
Price: £9.95 


Docking on the 
ship of the bay 


W ith a name like The 

Tube', you'd except there 
to be something tubular 
about this game. Well, there isn't. 
There's a kind of passage or corridor 
but nothing that approaches tubular 
status. The only thing remotely 
tubular is the drawing of an 
overgrown sewage pipe on the 


cassette inlay. 

Anyway, this no ordinary tube. 
This tube is a scrap collection 
system used by aliens. The tube 
sucks in your spacecraft with the 
intention of turning it into a little pile 
of scrap metal. 

The Tube is eight segments, long 
with three zones to each segment, it 
says here. What this means is that 
you get eight levels with three 
different zapping screens par level. 

The first is the Transfer Zone. 

Here, supposedly, is where you 
get sucked into the Tube. What you 
actually get is a screen resembling 
the opening part of Deathscape, in 
which you zap asteroids and things 
from the perspective of your 
spacecraft cockpit. The idea is to 
stop them hitting your ship because 
that gradually drains it of energy. 

No matter how much rubble you 
zap, you still finish up in the DMT & 
Defence Mechanism Tunnel. 
Perspective changes here. Now you 
can actually see your ship (it looks a 
bit like a space shuttle) and steer it 
through the tunnel. Not surprisingly, 
various bombs and things shoot up 
and down as you fly through, and 
there are narrow gaps to negotiate. 

The object is to reach the other 
end of the DMT in order to negotiate 
the next screen of the segment— 
the Capture Zone. This is rather 
disappointing. You get an overhead 
Uridium-type view in which a few 
already scrapped ships are strewn 
around. You must dock with one of 
these in order to obtain energy 


crystals to boost your fast depleting 
stocks. 

But docking is no mean feat. You 
must meet the alien ship nose to 
nose to complete the manoeuvre. 
The problem is that on this screen, 
your ship becomes remarkably 
difficult to control. 

Even when you've docked, 
acquiring more energy is no 
formality. You're confronted by a 
line puzzle that must be solved 
within five seconds. Fail to solve it 
after two attempts and the ship 
you've docked with helps you lose 
yet another life. 

The Capture Areas can be avoided 
altogether and you can progress to a 
higher level immediately provided 
you have enough energy. But you'll 
have to negotiate this tricky docking 
procedure eventually. 

That's it really. The asteroids in 
the Transfer Zone get progressively 
faster, and the bombs and things in 
the DMT's become a little more 
cunning. But there's little else to this 
game. The strategic element 
amounts to little more than deciding 
when to used your smart bomb and 
when to turn on and off your shield. 

Graphics are respectable enough, 
especially in the DMT', in which all 
manner of weird things are to be 
found. Some of the bombs look like 
eggcups floating upwards. There are 
rows of Barratt-like houses, 
pyramids, giant bubbles, spinning 
satellite dishes — all this to make up 
for not being able to design a tube. 

Despite that, the tunnels are much 
of a muchness, with only slight 
variations between them. Worse 
still, the Transfer Zones all look the 
same to me. 

The Tube is a reasonably 
enjoyable game but a bit like 
wathing summer telly, they save all 
the best stuff until the Autumn. 

Bohdan Buciak 
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Elite 

Price: £9.95/ca 


ou'vegottohand it to Elite. 
They're as sharp as a razor. A 
licensed game for nothing 
really is quite a slick piece of work. 
Well who owns the copyright to 
Battleships? No-one that's who. 
People have been playing it for 
years on scraps of paper. Now 
another question: who owns the 
licence to the computer version of 
Battleships? Got it in one: Elite. 

Maybe you've never played 
Battleships. In these days of 
Transformers, coin-ops, laser guns, 
not to mention bloody computers 
(go on I bet you've got one.) What 
you do is try and sink an opponent's 
fleet which is marked on a 26x26 
grid by calling out the co-ordinates. 
The ships are represented by 
different shapes of filled in squares 
on the grid. 

What a complete doddle to 
convert into a computer game! The 
programmers must've taken about a 
week out to do this one. But as you 
should know by now nothing 
pleases me more than a simple idea 
well executed. I'm stupid you see. 

I'm also bored to death by 
companies who dress a load of 


Layouf of the ship's 
formation. 

rubbish up and call it the most 
brilliant simulation that was ever 
created. 

Battleships has been very neatly 
programmed. It's incredibly simple 
to play and ridiculously addictive. 
Elite have even improved on the 
area they are weakest, sound, with a 
reasonable tune and good effects. 

On loading you are presented with 
a random placing of your boats on 


A hit! 

the grid. If the layout doesn't please 
you then you can flip the shapes 
around on diagonals or move them 
somewhere else. If you're playing 
the computer you'll go straight into 
battle, but if a friend is playing you'll 
have to look away while he goes 
through the same routine. No 
peeking now. 

The one other thing to remember 
is to set the options screen to Salvo, 
otherwise you have to go through 
the appallingy tedious process of 
firing at each other one shot at a 
time. Salvo gives you four shots for 
every ship remaining. 

Once you begin it's all down to 


strategy, oh and a fairly large dollop 
of luck. Unless you're psychic or 
Doris Stokes' little boy/girl you're 
going to have to grope around firing 
randomly or in patterns until you hit 
something. Being something of a 
naval type ol' Cap'n Pattenden 
despatched blubbering landlubbers 
Skipper 'Killer' Kelly and 'Poopdeck' 
Patterson in swift succession and 
then followed up by doing the 
computer as well. The computer 
isn't that bright. I know, because not 
only did I beat it, but it missed a very 
obvious pattern it should have 
shelled to take out my cruiser in one 
game. 

When ships do get sunk they 
disappear slowly from sight and are 
replaced with a little lifebelt and the 
letters S.O.S. And when the enemy 
fleet has been sent to Davy Jones' 
locker what's left of your fleet sails 
past triumphantly. 

Everyone laughed at Steve 
Wilcox, Elite's boss, when he 
suggested Battleships as a 
computer game. Now he's doing the 
laughing. 

Mike Pattenden 
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First Choice Software 

la Pier Road, Erith, Kent. (0322) 330837 


C64 ARCADE GAMES Tape Disk 

Gauntlet.7.5011.95 

Wizball.7.50 _ 

Re-Bounder. 7,95 _ 

Defender of the Crown.—12.50 

Metrocross.7.95 — 

Zynaps.7.50 — 

Last Ninja. 7.95 _ 

Thing Bounces Back.7.95 — 

Trio.7.95 - 

Nemesis the Warlock...7.50 11.95 

Laurel and Hardy.7.75 — 

Quartet. 7.95 _ 

Army Moves...7.50 12.50 

Apshai Trilogy.7.95 — 

Wonderboy. 7.95 _ 

Cyborg. 7 . 25 12.25 

RoadRunner. 7.95 _ 

Star Paws.5.25 — 

Auf Widersehen Monty.7.95 — 

C16+4 Tape Disk 

Paperboy.6.95 — 

ScoobyDoo.6.95 — 

Future Knight.5.95 — 

Auf Wiedersehen Monty.5.95 

Hit Pak. 7.95 _ 

Five Star Games. 7.95 _ 

Five Star Games II.7.95 — 

Thing on a spring. 5.95 _ 

Konami Coin Ops.7.95 — 

Ace C16. 8.50 — 

Ace (+4 only).8.50 — 

Pinpoint. 5.50 — 

Steve Davis Snooker. 5.95 _ 

Demolition... 5.95 _ 

International Karate.5.95 — 


COMMODORE AMIGA TITLES Disk 

Guild of Thieves.20.95 

Apshai Trilogy.‘.20.95 

Ultima III.20.95 

Super Huey. 17.95 

Starglider.20.95 

Championship Football.20.95 

Hollywood Poker. 17.95 

Beaurocracy.29.95 

Leather Goddess of Phobos.25.95 

Hitchikers Guide to Galaxy.25.95 

Hacker.20.95 

Hollywood Hijinx.25.95 

Leaderboard.20.95 

Leaderboard add on T.8.99 

Balance of Power.25.95 


C64 SIMULATORS Tape Disk 

Gunship.12.50 17.50 

Starglider.12.50 14.95 

Super Huey 2...7.95 12.50 

F15 Strike Eagle.,.7.95 11.95 

Solo Flight.7.9511.95 

Spitfire Ace.7.95 12.50 

Ace of Aces.7.95 12.50 

Pirates.12.95 16.95 

ACE...7.95 11.25 

Tomahawk. 7.95 12.50 

Aerojet. .....7.95 12.50 

Hell Cat Ace.7.95 12.50 

Mig Alley Ace.7.95 12.50 

Silent Service.7.95 12.50 

Kennedy Approach.7.95 12.50 


Send S.A.E. for full catalogue (please state which machine.) Orders 
under £10.00 please add 50p P&P. Cheques and postal orders made 
payable to: 

FIRST CHOICE SOFTWARE 





* PART EXCHANGE WELCOME 

* ALL PRICES INC VAT EXCLUDES PSP 
ALL COMPUTER REPAIRS UNDERTAKEN 


♦♦♦ USED ♦»» 

SPECTRUM 48k 
SPECTRUM 48k PLUS 
SPECTRUM 128+2 
COMMODORE 64 inc REC* 

MPS 803 PRINTER 
COMMODORE 128 inc REC 
COMMODORE 1541DISC DRIVE * 99.00 
MPS801 PRINTER 
MPS803 PRINTER 
AMSTRAD 464 inc MOD 
AMSTRAD 464 inc COL MON 
AMSTRAD 6128 inc MOD 


♦USED COMPUTERS CARRY 3 MONTH GUARENTEE 

♦♦♦ NEW «» 

l 39.99 AMIGA A500 inc MODULATOR *499.00 

* 49.99 AMIGA 1 MEG DISK DRIVE *139.00 

* 89.00 AMIGA MODULATOR * 19.99 

* 99.00 COMMODORE 64C *150.00 

<119.00 COMMODORE 64CONNOSUER <189.00 

*140.00 COMMODORE 128 *189.00 

COMMODORE 128D *359.00 

* 79.99 1541C DISC DRIVE *150.00 

*119.00 COMMODORE POWER SUPPLY * 19.99 

* 99.99 1571 DISK DRIVE *189.00 

*189.00 C64 REPLACMENT CASE * 17.50 

*199.00 AMSTRAD 6128 inc MOD *279.00 


AMSTRAD 6128 inc COL MON *279.00 AMSTRAD 6128 inc COL MON *360.00 

l»QTD»n WU ™ ___ 


AMSTRAD PCW 8256 
AMSTRAD PCW 8512 
DMP2000 PRINTER 
BBC MODEL B SERIES 7 
BBC MODEL B inc DFS 
ACORN ELECTRON 
ATARI 800XL 
ATARI 130XE 
ATARI 520STM 
ATARI 520STFM 
ATARI Wmeg DRIVE 
ATARI MONO MONITOR 


*350.00 

<450.00 

* 110.00 

*199.00 

*249.00 

* 45.00 

* 45.00 

* 79.00 
*189.00 
*310.00 
£ 89.00 
< 99.00 


AMSTRAD PCW 8256 
AMSTRAD PCW 8512 
PCW LIGHT PEN 
AMSTRAD DMP2000 
AMSTRAD DMP3000 
AMSTRAD DMP4000 
1050 DISC DRIVE 
CUMANA lmeg ST DRIVE 
ATARI 520STM 
ATARI 520STFM 
ATARI teneg DRIVE 
ATARI MONO MONITOR 


*429.00 
*529.00 
* 69.99 
*149.00 
*179.00 
*369.00 
* 120.00 
*145.00 
*249.00 
*359.00 
<139.00 
*139.00 


ATARI ST SOFTWARE 
IMPRESSIONIST (BACKS UP ALL KNOWN ST SOFTWARE UPGRADABLE) *19.95 

BE* 

DISKS 3fc"DS/DD *13.00 (per 10) .5WDS/DD *5.00 (per 10). 

3" CF2 *20.00 (per 10).SPECTRUM POWER SUPPLIES *6.95. 

CHEQUES MADE PAYABLE TO :G.T.COMPUTERS LTD 
21 CHARLES STREET NEWPORT GWENT TEL. (0633)216654 
133 CITY ROAD CARDIFF,GLAM. TEL. (0222)483038 

WE DON'T SELL CHE A3F* COMPUTERS t 
WE SELL OXJR COMPUTERS CHEAP ! ! 


GET THE BIG ONE!! 


SUPER 

VALUE 


THE BIGGEST GAMES PACK EVER 

ONLY 
€ 9.95 



NEW ORIGINAL 
PROGRAMS FOR 
THE COMMODORE 
4 OR 128 


the big one contains.. 

YHATZEE - - 



TIC TAC MATH 

AND MANY,MANY MORE. 


SPACE ATTACK 

PONTOON 

KINDER MATHS 

OTHELLO 

DRAUGHTS 

PAKATAK 

SUPER FROG 

BASIC MATHS 

SHUFFLE 

MAZE CHASE 

TANK BATTLE 

VAMPIRES LAIR 

CLUES 

THE GORGAN 

MATCH BOXES 

ASTRO PANIC 

BOMBER BARNEY 

SYNTHESISER 

BOWLING 

BREAKOUT 

DOG FIGHT 

SWITCH AROUND 

DEATH TRENCH 

COLLECTION DAY 

BARRICADE 

CONNECT 

HEAD ON 

DRUM KIT 

SOLITAIRE 

MASTERMIND 

TERROR CASTLE 

DEPTH CHARGE 

HANGMAN 

DEFINITIONS 

NIM 

PEG PUZZLE 


ALSO AVAILABLE FOR VIC 20 & C16/+4 
MINI COMPENDIUM 20 game pack £6.95 


_ vie ao 

CHECKERS NIM * 

SHUFFLE DRAGONS 

CLUES THREES 

KINDER MATH SOLGOR 
DITTO SNAKES 

MUSICIAN SKIER 

3 D MAZE SKYDIVER 


DRIVER 

FRUIT MACHINE 

ATTACK 

BOMBER 

NIBBLER 

SAUCERS 


_ C1B/ + A 

SOLITAIRE THREES 

PONTOON POKER 

CHECKERS SHUFFLE 

CLUES NIM 

TIC TAC MATH SOLGOR 
FRUIT MACHINE 3D OXO 
YHATZEE MUSICIAN 


BASIC MATHS 
DEPTH CHARGE 
PREDICTOR 
TANKS 

GAME OF KINGS 
HANGMAN 


PLEASE SEND ME (TICK APPROPRIATE BOX) Please allow 21 days for delivery 
75 GAMES FOR C64/128 ON CASSETTE □ ON DISKC3(a£9.95 each inc P&P 
20 GAMES FOR VIC 20 □ 20 GAMES FOR C16/+4 Q @£6.95 each inc.P&P 

I ENCLOSE A CHEQUE/ P.O. FOR £_ MADE PAYABLE TO AMVIC SERVICES LTD. 

NAME___ 

ADDRESS_ 


SEND TO: “ - 

U.K.: 75 GAMES,GROUND FLOOR,536 WEST GREEN RD,TURNPIKE LANE,LONDON N15 3DX 
REP.of IRELAND: 75 GAMES,84 DUNSINK AVENUE,FINGLAS^DUBLIN 11. 


THE BEST IN ENTERTAINMENT 
SOFTWARE 



+BCRO PROSE 


Send £1 for our NEW Catalogue - Redeemable with your first Order 
ALL PROGRAMMES ARE ON DISC ONLY 


AMIGA 


STRATEGIC PLUS SOFTWARE 
P.O. Box 8 Hampton Middx TW12 3XA 
Tel: 01-979 2987 

Overseas Enquiries Welcome 
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seek 

wmaww'mr 

THEV OEMANO. "00 VOU KNOW HHEN 

THE SILVER TRAIN ARRIVES AT 
ST.THOME IN 1600 , MR. CLAVPLUKE?’ 




PRESS TRIGGER TO CONTI 




liteany self resj 
worth his salt. , 


| number of scenar 
irs you a differentd« 
iculty and present di 
blems, Pirateslmi 
ortunityto become 


Iverrtui 


difficulty from Apprentice, through 
Journeyman and Adventurer toPfe 
Swashbuckler. Furthermore, afthe 5 
start of a game you tan select l| x 
speeial ability at which you will have 
prowess. You can choose 
t fencing, skill at * 


Cfoypluke battles It out with Cap'll 


you ARE INDENTURED TO HARD LABOR 
ON A SUGAR PLANTATION . ONE DA9 
90U CHANCE UPON SOME SMUGGLERS 
IN A EAR CORNER OF THE FIELDS . 

THE9 CASUALL9 ASH, "NHEN DOES 

THE TREASURE FLEEf ARRIVE AT 

RIO RE HACHA IN 1G29, MR. CLA9PLUKE > 


PRESS TRIGGER TO CONTINUE 


What's this? A pirate called Claypluke? 


Tales of 1 


C64/128 
Microprose 

Price: 14.95/cass 19.95/disk 


M icroprose take their 

simulation seriously. So 
when they bring out a 
game called Pirates', complete with 
an 88 page booklet and historically 
accurate map of the Spanish Main 
you know it's going to be as near as 
you can get to the real thing without 
getting your feet wet. 

There are ways to begin the 
game: you can either set sail 
straight away, hope for some good 
luck and learn things on the way, or 
you can read the instructions from 
beginning to end before you even 
pick up the joystick. But this is no 
ordinary instruction manual, it tells 
you much more than howto load 
the game and which way to push the 
joystick. The booklet also contains 
historical notes on the political and 
social history of the period, the 
geography of the area, fighting 


tactics, and other advice in the form 


century pirates got up to. In other 
wolds, find yourself a ship and a 
criwtd man it, set sail, attack and 
plunder other vessels, raid other 

-yr:~ ,V,,M P orts > trade with merchants,find Re 

of The Memoirs of Capt n Sydney', treasure, and all that sort of thing. 1 W 
An apprentice Capt'n can learn mom But don't get the idea you can go \, J< 

around plundering willy nilly. Oh no. S' 
This is a simulation ydu see, not a 
seafaring fre^for |lk You've got to si 
behave yourself and think about the 
consequences of your actions just 


from one of Capt'n Sydney's 
colourful tales than he would in 3 
month of sailing. 

The object of the game, is to get 
up to the sort of things that 17 th 

Randy 


KnKiT* VMM* Miff 


MR. CLftyPLUKE 








































































• Screen Scene 


navigation, skill at gunnery, wit and 
charm, andsldll at medicine. Skill at 
fencing is recommended for \ 
novices, 


"~~1na gdaW 
cangoonaf: 
These are one 


pedition. 




Jinvybi# 
Ste|ho&oW 
it. Tine only \ 
gyouWe ip 
antis Drake, or 
us expeditions 
i are: 

2: Where Drake 
anish Silver Train 


than going into town for the 
shopping and a bit of a gossip. If it's 
fighting you're looking for you'll find 
it both at sea and on land. Sea 
p- n battles begin with the sighting of 
* 3 sails on the horizon. If you decide to 


actual histori 
differed:: 
comm 
whoever, 
you can choose 
Francis Dral * 
ambushep! ... 

and gained a fortune in gold. 

Piet Heyn 1628: Heyn raided the 
Spanish Treasure Fleet off Havana 
and got away with 46 tons of silver 
for which the Dutch Government 
were very,gr^pfui/Jt ruined the 
Spanish economy though. 
L,ollonais1666: It means'the man 
from Olfone, Ns real name was 
Jean-David Nan and he was a 
complete b*$t*rd. He seems to have 
$pent most of his time killing and 
plundering for only modest rewards. 
Nonetheless he became wealthy, 
but went backfor more and ended 
up clubbed to death. 

Henry Morgan 1671 : as in Captain 
n rum. Morgan sacked 
’anama, became fantastically // 
wealthy, was knighted, and retired 
to Jamaica where he drank himself 
to death. That's the way to do it. JL ' v 
Baron de Pontis 1697: the baron 
InvadedCartagena in order \ 
to the Spanish (with whom* >„ 
addition to the, English, the French 
were at war). He came away with 


investigate the lookout will teli you 
what kind of ship it is and what 
colours she's flying. Once you have 
closed for battle the tactics are up to 
you. 

The display shows each ship in 
the water. You can turn to port or 
starboard using the joystick and 
raise and lower the sails similarly. At 
ahyfime you can close on the 
enemy ship and board her for a 
sword fight, but W$ as well to give 
her a few broadsides first. That 
shakes them up a bit. Once you've 
boarded you engage in a swordfight 
with the captain of the other vessel. 

First you can decide whether to 
use your rapter, longsword or 
cutlass, each has its own special 


i90U PEC IPE TO ESCAPE THIS LIFE OF 

ipeer slave#?* ?ou ask some local 

SEAMAN ABOUT JOINING THE 'BRETHREN 
OF THE COAST*' a *'A9E MATE ." THE? 
REPL9, "BUT GO 90U KNOH UftEN 
THE sttUER TPAIN ARRIVES AT 
CUMANA IN 1SGO, MR* CLA9PLUKE?' 



*4 


PRESS TRIGGER TO CONTINUE 


Those pirates 
silver train 


still want to know about that 



advantages, 
are card 
movement 
other one-* 
simulati 
combinations 


ihting moves 
lek 

r tothoseusedin 
Ing 

J#tiftin\ 
jpoves, While you 
are fighting the enemy captain the 
fighting carries on all around you. 
You don't see it*but the success of 
your crew depends on its morale 
and its morale depends on how well 
you are doing against the enemy 
capta 

elective 

rews fs displayed at the bottom of 
the screen and ranges from wild! 
(pretty good) to panic (not so f 


AFTER HR 171NO MONTHS IN A FOUL 
PRISON , THE JUPGE HEARS ?OUR CASE . 
"90U CbMMON SCUM PON'T TAKE THE 
LAH SERIOUSL9HE SNARLS . 

'TRANSPORTATION TO THE COLONIES 
FOR TEN 9EARS HARP LABOR HILL 
TEACH 9QU SOME HONEST HORN?" 



pittance, so they went backf 
— and got it. De Pontis is si^ 
because his was the last gre 
expediti vingbuccane^ 
You'ilhty^gatfiered by r 


Ffearft 

about a 

irs. sea battli 

that superior 

Wild with 
Skill with 
■Mf. 



'#/£££# TO COM IMP- 









it everyone isfamilia 
nsarel 

pointer on a menu I 
Whiistinportyoucan\ 
governorfrom whom yoi 
ttie latest news and political 
information. mdlypor 

and you have not attacked any < 
their ships (and they're not at w 
with your country!)the Governor 
might even give you dinner. If you 
have been very successful in 

Acting his enemies you may evep, successful in forcii 


imprisonment 

Describing the various aspects of 
pirates doesn't really do it justice. 
For one thing it's such a compiex 
and extensive game only a general 
idea can be given here. Secondly, 
llje game is much more than the 


to one, 8 single blow to 
iding captain will bring 
fider. So the way to win 
either to attack with, ^ 

:es, or send your crew 
isplay of courage and v 
sword so that they can 
ugh outnu rtibefe^/ 

You needn't confine your pirating sum of the arcade elements from 

activities to the high seas. You can which It's made up. _ 

the sea and from land. Each 
method has its own tacticalu, ^ / ' wr 
considerations. When attacking,^ 
from land you must control groupsi w , 
of men with muskets. Ma 
them into advantageous positrons 
using the woods for cover and they 
will fire on the enemy as soon as 
they arein range. If you are 


Oh dear, Claypluke is sent to the colonies by 
the judge. Can't wait to read his diary of 


In terms of realism, historical 
accuracy, gameplay and fun, Pirates 
has it all. It's a hundred times better 
than the other so-called 
'swashbuckling simulations' I've 
seen and if anyone else was 
planning to cash in on the current 
^passion for pirates they'd have to go 
a long way to 
beat this. 



local tavern is a good, 
crew and buy Information, If 
^ getting a bWred witlfyd4j : i 
^expedition you can divide the 
plunder with the crew and 
afresh. Whilst in town (oral 
else) you can also get addftii 
information. You can read tbeshtp 1 
log, check you individuals and the 


ere 1 


enoi 




vf 


:orm the fort where a sword fight 
ill take place on the ramparts: v : - 
hceagain you must lead from the 
ale of your 
ith an exhibition of heroic 
irnatively you 
__ the seaward 

ut you must land close 
h to the fort so that the men c* 
ch to it and, of course avoid 
iytin]»sl^th#|fprt 

L rj&hTc' 





Graphics 

Sound 

Toughness 

Endurance 

Value 


/ T 


2 3 4 5 6 7 


2 3 4 5 6 7 


2 3 4 5 6 7 


2 3 -1 5 6 7 


2 3 4 5 6 7 


Ken McMahon 
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Overall 


A 




























































# Screen Scene 





Nice junk in the background — the game is OK 
though. 


The beat 'em up boom hits the Amiga. 


AMIGA KARATE 


Amiga 
Eidersoft 
Price: 
£ 19.95/disk 


Beautiful detail on 
the backdrop. 


Y es, Karate Games are all the 
rage again, and here is one of 
the first Amiga beat 'em ups. 
But we've got none of these funny 
titles, no Exploding Fists or Ninja 
Masters , the game is quite simply 
called Amiga Karate. 

But simple it's not, and when you 
get to 7th Dan well... anyway that's 
not important right now. 

Now most good games have a 
plot of some kind which puts you in 
the mood for a bit of the old joystick 
wiggling, but I am afraid there 
doesn't seem to be one this time. 
Nope, no story telling how your kid 
sister was beaten with a hot 
chopstick or how the village tyrant 
made everybody give up chicken 
fried rice. 

And to do that, you need skill, 
courage, dedication and a good 
firing thumb. But as we all know^ 
most gamesters come with these 
features as standard. 


Having been thrown into the ring 
with a bloke who could put Bruce 
Lee to shame, things start to look 
bleak. In fact they look even bleaker 
when you look at the instructions 
and find that they are in another 
language! 

But, as luck would have it, I finally 
found the English ones, which were 


having just beaten five brown belts, 
feeling really proud and then you 
get trashed by a couple of flying 
china vases! 

Vases? Oh yes, the bonus screen 
involves kicking or punching at 
vases in order to break them and go 
on to the next level. 

While you're fighting the hordes, 


hiding under a full stop. you can't help noticing'the really 

However, learning the moves smart backdrops which have been 
wasn't too difficult, and I soon created for you to fight in front of, 
decked the would-be Charlie Chan, it There are five different colour 
was after a few bouts that I backgrounds which depict various 

settings from Buddhas to boats and 


discovered the programmers 
humour. 

Fighting with a few white belts is 3j| Sound, too, is quite good, 

OK, one at a time nice 'n' easy like. featuring digitised screams and 
Even when some little b.,, started background noises like birds 
throwing shurikens about all over tweeting, sea tides flowing and the 

the shop I managed to dodge and odd bit of local gossip. The loadinq 

weave saving my knee caps from a music is excellent, 
close encounter of the fatal kind. It's Have I got anything to moan 
when you have to fight two blokes, about? Well, the animation is very 
yellow belts no less, at the same wooden. Just look at the front kick, 
time with death stars still flying no knee bending! Also the hit 
about that you can start to worry. scoring system is a little stupid, it 

Well, anyway, before you should be more like Fistoi int. 

progress to the next belt you have to Karate. After all, I think a flying 
go through a special bonus-type number 47 in the gob would knock 

screen. If you don't make the bonus you over, don't you? 
screen then you lose a life and have Overall a fairly good game, but 
to try again. Muff it three times and not really what we should expect 
the game's over. Some bonus! from an Amiga. 

Just imagine it. There you are, Chris Cain 







































y' 1 A dazzling collection ?\ 

of famous hits bursting 'S 

with action and excitement. 

Forget that bored glaze , , 7 ^ 
from playing inferior 
games over and over again. 

Here's six times the fun for the price of one! 


Available on CBM 64/128, Amstrad and Spectrum 48/128 K * 

(CBM 64/128 Disk £14-99) r 

Gremlin Graphics Software Ltd., Alpha House, 10 Carver Street, Sheffield SI 4FS. tel: (0742) 753423 


























two other scenes from the film, and 
converts them into an excellent 
combat/fighting game which really 
does the Amiga justice. 

Using a joystick, rather than the 
Amiga mouse, you take on the role 
of Daniel Larusso. Unfortunately, 
unlike the film, you have no 
guarantee of success, and instead 
must fight your way past various 


than some. 

The opening screen shows you 
and your opponent 'facing-off' until 
one or other makes the first move. 
The rest is mayhem. Fists and feet 
fly in all directions and soon it 
becomes apparent that you have 
lost. After a few practices at the first 
screen, togethr with a long look at all 
the moves described in the manual 


(something which, after many years 
of playing all sorts of computer 
games, I regard as some kind of 
failure on my behalf) I suddenly 
began to make some headway with 
my first opponent. 

Wham! A roundhouse kick to the 
head. Swish! A back somersault 
quickly followed by Crack! A high 
punch to the chest, and I am on my 



Price: £24.95 


B eat 'em ups have been 
popular for years on the 64 
with games like Way of the 
Exploding Fist spawning dozens of 
clones. The Amiga has yet to see 
any really good fighting games. This 
is all set to change with the release 
of Karate Kid Pt II by Cornwall-based 
Microdeal. 

Anyone who has seen the film will 
know that it is a slightly above 
average American good-guy versus 
bad-guy film about a young martial 
arts fanatic, Daniel Larusso, and his 
ageing mentor Myagi. In the film 
they travel back to Myagi's South 
Pacific homeland (to say goodbye to 
Myagi's dying father) only to find an 
age old conflict waiting for them. As 
with most of these films, the climax 
is a lengthy martial arts fight in 
which Daniel fights back, against all 
odds, to win against an initially 
superior opponent, Kung Fu Rocky! 

The game takes the idea of 
Daniels various fights, together with 





Amiga Microdeal 


baddies, most of whom are, at least 
to begin with, far faster and better 
than you. Anyone not used to a 
good game on the Amiga, would be 
stunned by the quality of both the 
graphics and the sound of the Karate 
Kid's loading sequence. With what 
looks to be a digitised version of the 
game's poster on screen, and a 
computerised version of Peter 
Cetera's 'The Glory of Love' playing 
along in the background, it is simple 
to see why the phrase 'interactive 
cinema' is the latest hype-buzz word 
to describe various games on the 
Amiga. 

As you begin the game, your first 
choice is whether you want a one or 
two player game. Once this has 
been decided, you enter the game 
proper. Although having seen the 
film will not help you play the game, 
many of the scenarios have been 
faithfully recreated by Microdeal, 
and in this sense, the game is a 
much more acceptable film tie-in 

1Mnmimmillri 1 . ■ Daniel 

shows 
some 
water 
where to 
get off. 


Indoor kicking — 
brilliant detail 
on the tiger. 

Rustic Japanese 
scene complete with 
rustic Japanese 
Motorbike(?). 
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• Screen Scene 



way to meeting the next opponent. 
Although scoring is an important 
part of Karate Kid, and indeed only 
good hits are rewarded with points, 
the real aim of the game is to 
progress, and this is achieved by 
reducing your opponents strength 
to zero (indicated by a strength 
meter to the right of his score). 
Certain attacks score better than 
others, and it generally follows that 
the more complicated the 
manoeuvre the higher scoring and 
more effective the result. 

All told there are ten offensive 
moves, including high kicks, 
sweeps, roundhouses, and various 
punches, as well as forward and 
backward somersaults, duck and 
jump. Having played games such as 
International Karate and Exploding 
Fist on the 64, Karate Kid is a 
genuine improvement. No longer 


are all the moves dictated by limited 
memory and poor graphics. In 
Karate Kid the moves are all as 
smooth as silk, with knee and elbow 
movement clearly discernible as you 
or your opponent fly through the air. 
The characters are not quite as big 
as they could be, but they are so well 
animated that this can easily be 
ignored. The backgraounds too are 
immaculatelydrawn, with amazing 
attention to detail. 

Sampled sounds accompany each 
punch or hit. These are fine. One 
thing that did get on my nerves, 
however, was the music which 
played almost non-stop throughout 
the game. 

In all there are 11 different fighting 
scenes, starting with inside a dojo 
(apparently where karate fans 
practice) and go on until you meet 
the final encounter with Chozen in 
the Castle of King Shohashi. As well 
as these screens there are two 
bonus screens, and it is these which 
sold me on the game the first time I 
saw them. 

One of these challenges you to 


Myagi (schizophrenia seems to be a 
big problem) where, armed with 
only a pair of chopsticks, you must 
attempt to catch a fly tht whizzes 
around the screen. Graphically this 
screen differs from the others in that 
the only moving parts (bar the fly) is 
the arm and hand of Myagi. 



catch a fly, something I have only 
managed once. This is rewarded 
with a healthy bonus, depending on 
how quickly the fly is caught. 

The second bonus screen is 
simpler. You, as Daniel, must break 
as many vertical slabs of ice as you 
can, up to a maximum of six. 
Unfortunately you only have your 
hand to do it with. To achieve the 
perfect result and destroy all the ice 
you must waggle the joystick as fast 
as possible, pressing the fire button 
at peak speed and releasing in when 
contact is made with the ice. To help 
you gauge the speed of your 
waggling, there is a drum in the top 
right hand corner. 

Both screens use the Amiga's 
graphics to the full, particularly the 
latter which apparently uses 
digitised pictures from the film. 

My biggest criticism of the game 
is the unsatisfactory way in which it 
finishes. The one time I managed to 


defeat all the baddies, and even win 
the final conflict, I was confronted 
with a drum on the screen and some 
instructions that told me I must now 
learn the secret of the drum — or 
die. Not surprisingly I took the easy 
way out and died! What secret? How 
on earth should I know what they 
are talking about? Ah well, maybe I'll 
just have to phone Microdeal and 
ask. 

That criticism apart, Karate Kid is 
an excellent game. Apart from 
Starglider, it is probably the best 
U.K. sourced Amiga game. 

Although converted from the Atari 
ST, Microdeal have had the good 
sense not to rest on their laurels in 
.the conversion, but to use the added 
graphics on the Amiga, and to add 
six more action screens, which 
drastically improve the game's 
lastability. Exciting business 
reviewing Amiga games these days. 

Francis Jago 
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extreme violence too ... 
































The year is 2032 AD and the world is balanced on a knife edge 
between survival and destruction. The last thirty years have seen an 
enormous expansion of the world s nuclear arsenal. There are now 16 
nuclear superpower nations, each with the capacity to trigger the final 
destruction of mankind Armageddon! 

In a world where trust is crippled by Uncertainty of Response' the 16 
superpowers form a desperate alliance the UNN (United Nuclear Nations). 

Together they finance and build an enormous network of spy and 
laser defence satellites capable of monitoring, influencing and even 
directly controlling the political, economic and military events of the world 

Control of the network itself resides in an enormous and 
sophisticated satellite, codenamed Olympus and control of Olympus 
resides in its Supreme Commander often called The Armageddon Man 
who literally holds the fate of the world in his hands. 


In this incredible new game scenario YOU have just been chosen to 
become the next Armageddon Man’ Whether you have°the necessary 
diplomatic, military and tactical skills to avoid global devastation is 
something you, and the World, are just about to find out 

Each game comes complete with a comprehensive instruction 
booklet , a colour vinyl map of the World 2032 Edition (25 x 16') and 
two sheets of vinyl re usable flags to help plot the course of world events 

Spectrum 48/128 Cassette £12 95 
Amstrad CPC Cassette £12.95 Disc £19 95 
Commodore 64 128 Cassette £12 95 Disc £14 95 

Available from all leading software retailers or order today by mail 
Prices include postage and packing plus VAT. 




Martech is the registered trade mark of Martech Games Limited, 

Martech House, Bay Terrace, Pevensey Bay, East Sussex BN24 6EE 

TRADE ENQUIRIES WELCOME. PHONE (0323) 768456 TELEX: 878373 Martec G 
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Sierra 

Price: 

£ 19.95/disk 

A lthough I would prefer not to 
describe myself as gullible, I 
do have a little self-esteem 
left, I would willingly accept that I 
am an avid consumer. However, 
years of playing computer games 
has taught me the ability to spot a 
really bad game a mile off, however 
well it is disguised. 

Space Quest is just such a game. 
Looking at the lavish packaging you 

Kaboom — now there 
was a good game. 

would immediately think that the 
game was everything you had ever 
dreamed of in an arcade-adventure 
for the Amiga. Delve a little further, 
however, and this dream will turn 
into a nightmare. When I was first 
given the game, a quick scan of the 
back of the box, generally a good 
way of gleaning info, revealed that 
Space Quest was an arcade 
adventure with (to quote the 
bumph) “Out of this world three- 
dimensional graphics". Now either 
Stevie Wonder wrote these words, 
or they are absolute rubbish. 

The game starts with a pretty poor 
opening sequence, especially 
compared to the likes of the Karate 
KidII (reviewed elsewhere in this 
issue), and gets even worse. 

You take on the role of Roger 
Wilco and you must attempt to sort 
out the obvious mess in which the 
ship you are on seems to be. A little 
more reading of the manual will 
reveal that a group of baddies, the 

Nice ship — shame 
about the game. 


# Screen Scene 

Cockpit view — but a 
cock up of a game. 

Sariens, are trying to capture the 
all-important Space Generator, and 
that you, Roger Wilco, are the only 
man who can render the Generator 
useless and thereby save the entire 
universe. 

The graphics have to be seen to be 
believed. With background 
reminiscent of early Vic 20 games in 
their lack of resolution and 
imagination, it would take a 
painfully naive man to believe the 
quotes on the back of the packaging 
were written in good faith. Nor are 
the characters any better. When I 
first saw the game, I was struck by 
the resemblance to early Ultimate 
Play the Game arcade adventures on 
the Commodore 64, with each leg 
drawn from three pixels, the middle 
one supposedly representing a 
knee! 

Although I am not sure, it seems 
likely that the American company 
that produce this game, Sierra On¬ 
line (or plain Sierra as they now 
seem to be known) have ported 
Space Quest from a machine such 
as the Commodore 64 and done 
little, if anything, to upgrade it to the 
Amiga. Even the animation is poor, 
with screen flicker and jerk 
frequently evident. 

Perhaps not surprisingly, judging 
by the rest of the game, the sound is 
also very poor. Small spot effects, 
which amount to little more than 
occasional squeaks and bangs, and 
a dreadful tune to start is not really 
up to scratch, especially when 
compared to the fabulous tunes that 
accompany Starglider. 

Another incredibly annoying thing 
about Space Quest is the continual 
disk access that seems to be 
necessary. As everyone who uses 
the Amiga knows, the disk drives are 
hardly fast in normal use, but 
somehow Sierra have managed to 
slow them down even more, to the 
extent that each time you move 
from one location to another within 
the game, you must sit through a 
good 30 seconds of grinding and 
banging as the disk searchers for 
information. Control of Roger Wilco 
is by mouse, joystick or keyboard, 
but the real problem is the speed at 
which he moves. Sloths are more 
agile! Even if you map the game, it is 
also too easy to get bored to sleep 
before you can ever find somewhere 
new. Not even the fact that the game 
is the first on the Amiga in which the 
actions of your man are dependent 
both on joystick and text input 
makes any difference, this game's 
dullness runs very very deep. 

Francis Jago 
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Price: £24.99 

J ust before I start this review, I 
must tell you a joke which I 
heard last week; 'What are an 
Englishman's two favourite days of 
the year? Christmas day and 
summer!!. Geddit!! The reason for 
this humorous break from the usual 
hard hitting Commodore User 
Amiga games reviews is that the 
game I have been testing is about as 
relevant in the middle of our 
supposed summer as taking thermal 
underwear to Greece. 

Regular readers of this magazine 
will already know that I am a 
dedicated fan of this type of game, 
and rate World Games up with 
almost anything else I have played. 

It will not suprise you, therefore, to 
learn that Winter Games too is a 
cracker. Many of the features are 
carried over, including the loading 
and theme music. 

Winter Games (or M/Gas I will 
now call it, purely to same my poor 
fingers from getting cramp) is split 
into 7 seperate events, each one of 
which plays completely 
independently. Once the opening 
ceremony has taken place, you are 
faced with the choice of competing 
in all the events, competing in some, 
viewing the world records, or simply 
practicing. 

On your marks. 





































































Having played this type of game 
before, and generally being a pretty 
self confident guy I jumped in and 
took on all events. After entering my 
name and choosing a country to 
represent, I was confronted with an 
event that had me instantly baffled; 
figure skating. After five minutes 
reading of the manual (which, 
incidentally, is both clearly written 
and informative), I got the gist of 
what had to be done, and began. 
One minute later, after the worst 
skating routine imaginable, and a 
score of 0.2,1 was back at the 
manual searching for clues! It turns 
out that it is not good enough just to 
skate forwards and backwards, but 
that you must perform a certain 
number of tricks, and all within a 
specified time. 

God must have taken my vow 
literally, for it turns out that the next 
event is free skating. Using the 
same impressive graphics as figure 
skating, with a huge and excellently 
animated female character moving 
effortlessly (unless I am in control) 
across a shimmering rink of ice, free 
skating plays identically, except that 
there are no set routines. Aha, I 
thought, a chance for me to 
improvise. Obviously the judges 
were not impressed, and I managed 
the fabulous total 1.2! 

You can imagine my dismay, 
therefore, when I saw that the next 
event was speed skating. Not more 
skating!!!. In fact, turns out that 
speed skating is a much simpler 


task, that relies less on dexterity, 
and more on rhythm and timing. 

The concept is simple enough; you 
must race the computer over a 300 
metre course as fast as possible, 
although in practice the only real 
challenge is improving on your own 
times. Again the graphics are good, 
if not quite up to the high standard 
of the rest of the game. 

It was on the next event that I 
knew I would get hooked; hot 
dogging. As a sport I am unlikely 
ever to try, especially as the thought 
alone makes me feel uncomfortably 
queasy, this is one of the best to play 
on a computer. The object is to jump 
off a small ramp and perform as 
many veried stunts as possible 
before you land smoothly on the 
ground. There are a total of 6 
different stunts, all of which receive 
different scores, by combining two it 
is even possible to score a perfect 
10 . 

Of the stunts, the most dynamic 
are back flips and mule kicks, both of 
which look completely impossible. 
As with all of the best games (or in 
this case events), when hot dogging 
you find yourself gripping the 
joystick like a vice, and only when 
you have landed safely do you 
realise quite how much effort you 
have put into this supposedly 
relaxing pastime. 

Hot dogging is followed by two 
more ski orientated events, ski jump 
and biathlon. I may be scared at the 
idea of hot dogging, but this is 


nothing compared to the terror that 
fills my body every time I watch 
television and see people throwing 
themselves off jumps with only two 
small strips of wood between them 
and the great beyond. On a 
computer, however, it is all very 
much more pallatable. 

The event is split into two 
sections; the first of which sees you 
leaving the ramp, and the second, 
hopefully, sees you landing. In 
between these two, you must use 
the joystick to keep your character in 
the optimum position for flying, in 
order to receive points for both 
distance and style. 

Biathlon, on the other hand, is an 
event for people with a steady hand 
and a calm nature. The object here is 
to ski around a course, stopping 
occasionally to shoot a series of 
targets with a rifle. This may sound 
simple, but when you realise that 
the course is very hilly, and that your 
heart rate is continually measured, 
you will realise that there is a very 
difficult balancing act to be 
maintained. Go too fast, and you will 
not be steady enough to hit the 
targets (thus losing valuable points), 
go too slow, and your time will be 
poor. 

As with almost all the events, the 
graphics during the biathlon section 
are excellent, right down to the 
beating heart displayed in the 
botton right hand corner. 

As with all the Epyx sports games 
I have played, the most exciting and 


challenging event has been left to 
the end. The bobsled run uses quasi 
three dimensional graphics to give 
you control of a two man sled down 
a long and very windy course like 
theCresta Run. 

Using a split screen, the left half 
showing the course, and the right 
you in your sled, the event is the real 
high point of WG. 

As with all Epyx games, what 
makes WG stand head and 
shoulders above the competition is 
the attention to detail. Throughout 
the game there are little touches that 
show that the game was not rushed 
out purely to capitalise on a few 
extra sales. The sound effects, 
varying from rythmic drums to 
cheering crowds are all excellent, 
and the graphics are of a standard 
that few other machines could 
match. These points, added to a 
permanently recorded 'World 
Records' section ensure that Winter 
Games will become a firm favourite 
with Amiga gamesters. It may not be 
cheap, but compared to some of the 
rubbish recently released on the 
Amiga, it looks like a positive 
bargain. 

Francis Jago 
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DISCOUNT SOFTWARE 


POPULAR GAMES 

Elite. 

Fist II. 

Rana Rama. 

Metrocross. 

Army Moves. 

Krak Out. 


YoungS 
Baby Bo 


C64 BUSINESS £ 

Cut & Paste (word processor) .21 99 

New Consultant (data manager).43.99 

Practifile 64 (data base).1 9.99 

Swift Spread Sheet 64.21 .99 

First Word 64 (word processor).31 .99 

Super Base 64.44 95 

Super Script 64 .44 95 

Easy Script.39.50 Kinetic. 

Enduro Racer 

Cl 28 UTILITIES Auf Wiedersel 

Cl 28 Basic Compiler.36.50 Samurai Trilog 

DBase Two.109.50 The Big Slide' 

Micro Clerk (computer accounting) . 88.99 Indoor Sports 
New Paper Clip (word processor) ... 41.99 Paper Boy 

Oxford Pascal.46.50 Tomahawk.. 

Swift Spread Sheet 128 . 2199 Short Circuit. 

Super Script 128 .65 95 Future Knight 

Escape From I 

C64 UTILITIES-GENERAL TAPE DISC Hyper Ball 

Art Studio.12.25 15.45 Light Force . . 

Geos. — 47.50 The Double .. 

Laser Basic.13.99 16.99 Heart Land . . 

Laser Compiler.18.50 23.50 The Last Ninja 

Mini Office II .15.50 17 99 Blood And Gu 

Print Shop. — 43.99 Gauntlet. 

Quill Oblec Illustrator.15.99 18 99 Footballer Of ' 

6502 Symbolic Assembler . 1 2.99 — Space Harrier 

RS Interface software.29.99 — Trivia Pursuit. 

Zat Emulator.10.99 

TOP TEN GAMES TAPE DISC 

1. Shadow Skimmer.7.95 1 1.50 

2. Falcon.8.95 — 

3. Oink.11.95 13.50 

4. Barbarian.8.99 1 1 99 

5. Whizz Ball.7.95 11.95 

6. Shadows of Nurde.7.95 13.50 

7. Exec Leaderboard.8.99 1 3.99 

8 Mag Max.7.95 11.95 

9. Wonder Boy.8.95 13.99 

1 0 Football GFL.8 99 13.50 

TOP TEN BUDGET TAPE 

1 . Milk Race.1 .89 

2. One Ball.1 .89 

3. BMX Simulator.1 .89 

4. Park Control.1.89 

5. Denarius.1 .89 

6. Thunderbolt.1.89 

7. Super Robin Hood.1.89 

8. Vampire.1.89 

9. Strike.2.85 

10. Flash .2.85 

COMPILATIONS TAPE DISC 

Accolade Collection.8.95 — 

Konami-P Coin-op Hits.8.50 12.95 

Ten Computer Hits.8.50 12.95 

HitPak.8.50 12.95 

5 Star Games .8.50 — 

They Sold A Million III.8.50 12.95 

Now Games III.8.50 — 


Cobra. 

Jail Break. 

Gunship. 

Breakthrough. 

Aliens. 

Silent Service . 

Killed Until Dead. 
Deadlined. 


TAPE 

DISC 

9 

95 

12 
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.8 

95 
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99 
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99 
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HARDWARE 

New Amiga price on application 
Commodore Connoisseur's Pack 

£225.00 


Software available for 
Amiga, Amstrad, Electron, 
Spectrum, Commodore. 
Price includes P&P 
for orders over £7. 
Under £5 add 50p. 


Cheques and POs to. 

CROWN SOFTWARE 

47 Crown Drive 

Tel: 0775 


Spalding, Lincolnshire. 
775 69058 


(313 



COMMERCIAL AND COMPUTER SERVICES LIMITED 01 549 3028 


Amiga Titles Suspended.24.00 520STFM.285.00 

Bureaucracy.29.00 Trinity.27.00 520STFMlCol.P.OA 

Golf.29.00 Witness.24.00 1040STF. POA 

Hacker.20.00 Wshbringer.24.00 1040 STF+Mono.P.OA 

Portal .24.00 Zork 1.24.00 Hard Disk (SH204).P.OA 

Shanghai.20.00 Zork II.24.00 Mono Monitor.POA 

Tlr _ . ... - ■ - - - - ■ - • 


Tass Times.20.00 Zork 

Witness.25.00 Silent Service. 20.66 


7CitiesOfGod.25.00 Ultima III ___ 

Archon2.25.00 Balance Of Power.30.00 Amiaa^Hardwaro 

?snn n 0 (n(rr„u, n naraware 


24.00 Triangle 1 Mb external 

20.00 drive.133.00 

20.00 Commodore 


Ad- Cons. Set.25.00 Def. Of Crown.ZZssiOO ™ ° raware 40<5 nn 

gggszzfffi 

Skyfox.25.00 Uninvited..24.00 i Zl RAM . 

The Pawn .20.00 Aerena/Brattacus.25.00 Unnmd* in 7 nn 

Guild Of Thieves.20.00 DeepSpace.24.00 , 10700 

Fairy Tale Adv.39.00 Silicon Dreams.15.00 ?• i r j CS i 

Borrowed Time.20.00 Starglider. 20 00 bin n g'f Sided 

Ballyhoo.24.00 Hollywood Poker.15.00 ^ f™ 1 *®).™.—:. 99 P each 

Cutthroats.24.00 Swooper.15.00 Double Sided 

Deadline.24.00 Leaderboard.20.00 ( Blue ).145peach 

Enchanter.24.00 L'boardTourn.20.00 Amiga Titles 

THHGTG.24.00 Mean 18.24.00 Chess Master.35.00 


Infidel 


Leather Goddesses.... 

Mindshadow. 

AMFV. 

.24.00 

.20.00 

.... 27 00 

Moon Mist. 

Music Studio. 

Planetfall. 

.24.00 

.29.00 

74.00 

Seastalker. 

74.00 

Sorcerer. 

Spellbreaker. 

Starcross. 

.24.00 

.24.00 

.24 00 

Suspect. 

.24.00 


...33.00 

...20.00 

...20.00 


Space BattTe.10.00 Extensor.17.00 

Emerald Mines.10.00 Road War 2,000.20.00 

Phalanx.10.00 Wnter Games.20.00 

Challenger.10.00 Perfect Sound.70.00 

CruncherFactory.10.00 

A _ 'kTamsga 

atari A500.499 


Hardware 


Please make cheques payable to: Systems Architects Ltd. 

We also accept Access ana Visa. Prices subject to availability. 

See Amiga Listing for Prices of ST Infocom Adventures. Products not listed 
please phone for prices. 

All prices include VAT and delivery in the UK. 

Callers are welcome at our shop 

SYSTEMS ARCHITECTS 

Dept. C.U.l. Syndicate Dept. Store, Market Place. Kingston Upon 
Thames, Surrey KT1 4BR. Tel: 01-549 3028 (24-hr ansaphone) 


YORK ELECTRONIC RESEARCH 

Commodore 64/Plus 4 Products 

6502 ASSEMBLER 64/Plus 4*.tape/disk* £12.99 

A sophisticated two-pass symbolic assembler and text editor 
which supports tape and disk filing. The assembler, the editor, 
and your source and object code may all be resident in memory 
simultaneously, facilitating rapid and interactive code develop¬ 
ment. Recently extended manual with many examples. 

Z80 EMULATOR/CROSS-ASSEMBLER 64 only.disk £12.99 

A unique integrated Z80 development package. The emulator 
compiles Z80 source code into optimised 6502 which runs on 
the 64 at approximately one sixth the speed of a 2MHz Z80. It 
supports all but 20 of the 688 Z80 operations, calls to 6502 
routines, and interrupts. The cross assembler generates hex or 
binary Z80 object files. The disk also contains a powerful editor 
and several example programs. 

BI-DIRECTIONAL RS232 INTERFACE WITH 
COMMUNICATIONS SOFTWARE 64 +4*.. tape/disk* £29.99 

The 64 KERNAL supports RS232 via the user port. This interface 
provides the necessary voltage conversion for direct connection 
to RS232 printers, modems and other devices. It is compatible 
with Easyscript and Superscript. The unit is supplied with 1 
metre of cable (add 75p per extra metre*) terminated in a 25-way 
male (or female*) D-connector. The software includes a 
terminal emulator which supports split baud rates and auto-dial, 
file transfer utilities, a menu driven port initialisation program, 
and a transparent printer driver which vectors the KERNAL to 
redirect device 4 printer output to the RS232 port. 

* Please specify. 

Prices are fully inclusive. Overseas orders add £2.50 
Allow up to 1 week for delivery 
Manuals available separately £1.00 

YORK ELECTRONIC RESEARCH 

The Fishergate Centre, 4 Fishergate, York YOI 4AB 
Telephone: (0904) 610722 




AT LAST THE REAL McCOY 

wl FOOTBALL 
DIRECTOR 

AVAILABLE ON SPECTRUM 48K, +, C64 

FOUR LEAGUES : 20 TEAMS EACH : 38 GAME SEASON : HOME AND AWAY : FA/LEAGUE CUPS REPLAYS • 
EUROPEAN/U.E.F.A./CUP WINNERS CUP : 2 LEGS : AGGREGATE : PENALTIES : PLAYERS : MORALE : SKILL : FIELD 
POSITION : SCORED : CONCEDED: PLAYED: FIXTURE LIST : P.W.D.L.F.A. PTS : SCOUTS: COACH : PHYSIO: YOUTH 
TEAM : GAMBLE : SUBSTITUTIONS : SENDING OFFS : POSTPONEMENTS : MIDWEEK GAMES : MORE THAN 1 WEEK 
INJURIES: FREE TRANSFERS: RETIREMENTS: BUY/SELL SHARES: 3 PLAYER TRANSFER MARKET: INTERNATIONALS 
: EUROPEAN TOURS : 3 LEVELS : MANAGER RATING : £1.000,000 PLAYERS : PRINTER OPTION : 8 RESERVES • 
PROMOTION: RELEGATION: WEEKLY NEWS: BORROWING : MORTGAGE: SAVE GAME: INTEREST: TAX: SPONSORS 
: FULL RESULTS : SEASON TICKETS : NEXT GAME : GATE MONEY : SEASON COUNTER : TV CAMERAS : CROWD 
VIOLENCE: MANAGER APPROACHES: TESTIMONIALS: WEEK'S PROFIT: LMTG COUNTER: WAGES: INTERNATIONAL 
COMMITMENTS : NAME/TEAM EDITOR : LEAGUE TITLES AND MUCH MORE. 

2 PLAYER SUPER LEAGUE 

MANY OF THE ABOVE FEATURE BUT 2 TEAMS CAN PLAY IN THE SAME OR DIFFERENT DIVISIONS : INCLUDES LOCAL 
DERBYS : LOAN/FREE TRANSFER AND CASH SETTLEMENTS INCREASED TRANSFER MARKETS : MANAGER OF THE 
MONTH AND TOP SCORERS LEAGUE. ONLY AVAILABLE ON SPECTRUM. 

INTERNATIONAL MANAGER 

QUALIFYING GROUPS : WORLD CUP : EUROPEAN CUP : TOURS : BOOK YOUR FIXTURES : FRIENDLIES : HOME AND 
AWAY: MATCH REPORTS : SUBSTITUTION : NEXT FIXTURE: PLAYERS : MORALE: FORM : TALENT: CONSISTENCY • 
CAPS : AGE : AVAILABILITY : SUSPENSION : INJURIES : RETIREMENTS : SCORED : WORLD RANKING : SEASON 
COUNTER : EXTRA TIME : PENALTIES : SAVE GAME AND PRINTER OPTION : BOOKINGS : SENDING OFFS AND MUCH 
MORE. ONLY AVAILABLE ON SPECTRUM 


RECORDS FILE COMPATIBLE WITH ALMOST ANY LEAGUE TABLE : ESPECIALLY 
DESIGNED FOR FOOTBALL DIRECTOR AND 2 PLAYER SUPER LEAGUE: ENTER YOUR END OF SEASON DATA AND 
IT WORKS OUT : BEST TEAMS : TEAMS AVERAGES : RECORDS : TITLE WINS : HOW MANY SEASONS PLAYED 
AND OTHER INFORMATION (THIS IS NOT A GAME). ONLY AVAILABLE ON SPECTRUM 


PLAYING TIPS ALL THE TIPS YOU NEED TO WIN AT EITHER o A 
FOOTBALL DIRECTOR, 2 PLAYER SUPER LEAGUE OR INTERNATIONAL MANAGER El ,00 

EACH GAME £7.50 ANY TWO £14.00 
ANY THREE £20.00 ALL FOUR £25.00 

Enclose cheque/PO and large s.a.e with 20p stamp attached per cassette 

D & H GAMES 

19 MELNE ROAD, STEVENAGE, HERTS SG2 8LL 

MAKES THE OTHERS LOOK LIKE THE SUNDAY LEAGUE 
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Arcades 





I f nothing alse, the 
appearance and instant 
popularity of Paperboy a 
few years back proved one 
thing — there’s nothing like a 
good hearty belly-laugh to turn 
a reasonably good game into 
a massive hit. 

Ever since there’s been a 
steady stream of games with 
funny, wacky and sometimes 
downright absurd themes to 
drag us post-industrial pre¬ 
apocalypse kids out of our 
gloom. 

The latest offering in the 
“Laugh — I nearly 
upchucked” stakes is Atari’s 
APB , and, judging by the 
effects a couple of hours’ 
exposure to it had on this 
confirmed miserabilist, it’s 
going to take some beating. 

APB is an American 
acronym for “all points 
bulletin”, which is an order 
sent by police HQ to all patrol 
cars in an area to look out for 
and apprehend a certain 
suspect. 

In APB you play an 
everyday patrol-car cop on the 
beat, Officer Bob. The 
customised cabinet has a seat 
for you to rest your law- 
enforcing posterior, an 
accelerator for your size 
elevens, a steering-wheel and 
two buttons — siren and fire. 

You have a Spy hunter- style 
view of proceedings — in 
other words, you view the 
action from above. For most of 
the early stages of the game, 
the important controls are the 
accelerator, the steering 
wheel and the siren. The fire 
button only comes into play if 
and when you pick up a 
shooter, which apparently you 
can acquire on Day Four of 
your tour of duty. 

The game kicks off with a 
practise round, in which you 
drive your motor around a 
training course, 
“apprehending” traffic cones. 
You do this by pressing siren 
while the siren “sight” is on 
the offending cone. The faster 
you go with, the siren button 
pressed, the further out in 



be picked up at one of the 
roadside dougnut huts — the 
doughnuts are rapidly pushed 
out into the path of the 
oncoming traffic, then just as 
rapidly retracted, and you’ve 
got to time your drive-past just 
right in order to score one of 
these calorie-laden delights. 
Apart from adding inches to 


; « I 15fO 

J *v 

Sf I '* 


"Just wait till l # m 
tanked up, pinko 
lifterbugs .. 


I I * 


"Hookers hitching, 
taxis tooting, cars 
crashing — phew!" 


festooned van must be forced 
off the road. Now your 
entreaties to “pull over” are 
ignored or responded to by 
grunts of “never”, “get lost”, 
“@£$& 3 / 4 ” or even by the 
occasional stick of dynamite. 

If you manage to get Freddy 
into the interrogation room, 
and to “persuade” him to 
confess (your silhouette is 
seen through the door-blinds, 
repeatedly clipping the 
suspect about the ear with 
scant regard to the legal rules 
as to the interrogation of 
persons in custody), you’ll be 
set on the path of other 
nasties such as the lecherous 
Candy Goodbody, the trigger- 
happy Sid Sniper and the 
Capo di Tutti Capi himself 
Luigi de Muccio. 

If you fail to meet you 
quotas, or earn too many 
demerits, you get a roasting 
from the Sarge, then the other 
guys in the station truss you 
up and throw you in a trash 
can, signifying your dismissal. 

Even if it were just a straight 
driving/car chase game, APB 
would be pretty addictive — 
it’s fast-moving, fun and tough 
to play. But what makes it 
really special are the little 


front of you the siren sight 
drifts. Hit an object without 
having you siren on results in 
a collision, and a “demerit”. 

Once you’ve completed 
your practise round, you’re 
given your briefing Hill Street 
Blues-fashion, by the desk 
sergeant. On Day One, your 
job is to hand out tickets to 
pink carloads of 
unecologically-minded hippies 
who are littering the highway. 

You cruise along until you 
see one of the offending 
beatnik-mobiles trailing litter, 
then you hit them with the 
siren. “Hey, pull over”, you 
growl in your Officer Dibble 
voice. “OK, OK” they grumble 
back as they’re nicked. 

You’ve got a quota of 
litterbugs to nail and a fairly 
tight time limit so you have to 
move pretty nippily about the 
cityscape. But do be careful 
out there — what with the 
crowded car lanes, sudden 
diversions, roadworks and 
even level crossings, one 
false move can mean a very 
painful collision (“ouch-ouch- 
ouch-ouch-ooooh”, mutters 
the frazzled Officer Bob as his 
poor car disintegrates around 
him) and a very severe 
demerit bill. 

Every so often, your 
stomach begins to rumble and 
you say to yourself “I sure 
could use a doughnut”. These 
nutritionally-dubious items can 



Watch out for the 
tree. Bob! 
CRUNNCCHHH! 
"Ohhh .. 


After all that, I need 
a doughnut." 


your waistline, they have the 
effect of prolonging your 
playing time. 

There are also gas stations 
to be called into and roadside 
drive-in shops where you can 
buy equipment for your auto, 
including extra acceleration 
and, as mentioned before, 
weaponry. 

Assuming you’ve met your 
quota, you’ll be given a slap 
on the back by the Sarge, and 
then it’s into the staffroom for 
a briefing on your next task. 

Obviously your tasks grow 
in toughness as the days 
pass. As well as having your 
routine ticketing duties 
increased, you’re now given a 
specific villain to arrest, bring 
in and interrogate. First of 
these is the dope-dealing 
Freddy Freak, whose flower- 


snatches of hilariously apt 
speech and brilliant cornball 
graphics. Anybody who liked 
Paperboy for his interjected 
“What a jerk I am”s will love 
the hapless Officer Bob. I 
sometimes found myself 
deliberately crashing his patrol 
car just to see what he’d groan 
from the wreckage! 

A must for Keystone Kop 
fans and manic depressives 
everywhere. 

Nick Kelly 
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'I'm forever blowing bubbles/ 


resplendent in a white shirt seems to 
be that Blighty is currently rather 
spoilt for choice when it comes to 
first class goal-getters—with the 
likes of Gary Lineker and Clive Allen 

^ , . , . about, Tony's been a wee bit 

Who are ybu, young man", asked unlucky. But he's reasonably 
1 Ed - sternly,'"•and why aref ou confident that sooner or later he's 

ging that ridiculous song about going to be a regular first-teamer. 

T "The good thing is that, because 

Well, my name s Tony Cottee, I'm only twenty-two I've sort of got a 
i I'm an incredibly trendy young „ bittjf time in hand. It's not like I'm 
ker with West Ham, and the twenty-six and worrying about time, 
son I'm singing thissp«g4s that it But obviously time goes quickly so 
,n=nc you've g^tffnl^toemostofthe 

opporturjties you do get. 


(ffimpiliWmis famous scrapbooks of 
e%h gam|he plays (his father 
starWhir^ff on this when he was 
twefvb and now the Tony Cottee 
scrapbboks number sixty and 
rising), there's not much time left for 
doing anything very much. When he 
gets a chance he does have a go at 
most other sports, and mentions 
among his favourites tennis, 
swimming, snooker and golf. He's 
also a fan of soul music and has 
been known to attend the occasional 
Luther Vandros concert. And how 


Who bettel to 
play Bubble Bobble thlfff 


these parts is that I'rrl bored and I' 
a man who spends most looking for something, to do.. 

I Ten minutes later a iftno was 


of his time blowing 
bubbles and scoring 
barrowloads of goals. 
Tony Cottee come on 
down . . . 

I t's a funny old world, isn't it? I 
mean, there we were, sitting at 


■ our desks in CL/Towers, 
wondering what on earth we could 
possible write about in our 
September issue. 
j''!t'sjtofe stai^of thetfootball 
seasorfsoon," observed Euge ''The 
Axe-mtrrde^er^' Lacey, "perhaps we 
should get sbme incredibly trendy 


young strikerto play an arcade 
game what incredibly trendy 
young striker could we get?'' asked 
Ferdy "Bites Yei^egs" Hamilton. 

''And what game could he 
possibly play?" I added, in 
typically perceptive way. 

"Well, sort it out yourse||j^'',B§ 
simpered Mike "Nobby" F%tend@n, 
“I'm going off for a couple of weeks 
in the sun before the season starts. 
Anyway, there's only one team in 
the universe worth supporting, and 


ires to put another one 


that's West Ham, and you lot 

certainly don't have aoy chance of hdoSBifl 
getting one of their incredibly trendy speeding us to Firebird's sumptuous 
young strikers to piy a game, \ ^ ^ 

because they're all much too bus| 

And with a haughty;wave CL 
hard man was gone. No*$otrfie 
the door had slammed, the Ed' 

Mickey Mouse phone rang. 


just twenty-two, he was the third 
highest scorer in the league last 
season with a whopping twenty- 
nirfe, and has been West Ham's 
highest scorer for three of the past 
folir seasons. As a nipper Tony's 
Dad and Grandad would bring him 
along to the teraces to watch The 
Har%iers play, and when he left 
schootsix years ago he went 
straight tp his favourite club. Within 
a year or s&ofhis arrival at Upton 
Park Tony wa^rWlping down a first 


on the spanking new Bubble Bobble his brace of caps, "but one of mv 
arcade machine which we jus| had main ambitionsis obViouslv tool 

6e Zih *{' ■ ‘1 CA M a ful1 game for^ngland. Starting ( 

But before the Ed could reply a an international career would be < 

lilting Cockney voice came wafting major achievment fir me " 
through the.window from the str% ; The main reasdfwe haven't 

outsld ^ already seen wfof Tony 


popcoftn 






























points. I'm starting to get the hang 
of it now. You need, I would say, 
about half an hour's practise on any 
machinarandyou'll get used to it." 

Dearjfdear, atf|his excitement is 
too md|h for mf (besides, I just hate 
being beaten). We take a break from 
the actio iy^ Toby tells me about 
his plans lo^rfie future. 

"Well, I'd love to go abroad to be 
honest, that's something I've always 
wanted to do." 

What? Leave West Ham and 
Blighty? Where would you go? 

"Well, I think I'd rather go to Italy. 
It pays well there, but it's not just a 
financial thing — there's just so 
|jnany good players over there, 
j^'know, people like Maradona and 
so on. I think it's the best league in 
the world, certainh^the most 
difficult." j|| 

So the message seems to be, 
.West Ham fans* see him while you 
can — foe won%e here forever. 
Finally* I ask hin^p give me a verse 


about computer games, I hear y'alU ground, miraculously transformed 
ask? M -- 

"Well, I've never bought a 
computer or anything like that. But if 
we went to a hotel c^j^nethkig ^ 
before a game, and We nad a bit of 
time on our hands, I'd always have a 
game if there was an arcade 
machine about. It's something I've 
always enjoyed doing, playinS 
arcade games." 

Favourite games includ#the Wees 
of Galaxian, Destroyers and Space 
Invaders, many of which he got into 

jPe on holliers with his bfttfeer as ^ There are literally scores of 
a youthful sprog. Has he played Kick different screens, each one with a 
'N'Runl Well, no, but he has had a different arrangement of platforms, 
bash at Worlpl Cup. and some/With their own 

But enough idle chatter, methinks, personalised nasties which require 
and on with the game. Bubble special aiention. You can bounce 
for those few of you who up the screen on your own rising 
have not actually seen it in the flesh, bubbles & keeping your finger on 
is not exactly yer average spaceage the fire button, and you can move 
shoot 'em up. No indeed, in Bubble very rapidlyljjown again by hitching 
Bobble our hero is a cute little a ride on the cl^casional "waterfalls" 

dinosaur who, through some bizarre which you trig^by bumping into 
genetic accident is able to blow a certain mysterious%jectsfcire's 
stream of bubbles at his myriad also a two player optior^ whereby 

foes. It's basically a platform game you and a mate can coopiate in 

in which various little nasties come "bubbling" therenemy, ancfcan still 

for you (the wee brontosaurus) and compete by seeing who marlges to 
you have to disarm them by pick up the most points. 

trapping them in a newly blown And so it was a confident back 

bubble. The baddies move down the who stepped up to the machine, not 
screen, bouncing from platform to expecting to be much troubled by 
platform, and the bubbles float | his youthful opponent ( getdn you're 

upwards. If you succeed in jumping useless—MP). Alar it dy became 

into one of the bubbles with which clear that, even if he didn't get as 

you've already^pjwetdped a baddy, it mih practise as yours truly at the 
bursts and itrbontents fall to the art ofgS^BwFyounq Tony 


i was a mean hand at blowing 
|ty piece of fruit to be picked bubbles at small unpleasant 
pious points other objects creatures. He also had a talent for 
'opping^down the screen: poaching — often I would capture a 

ke running^hoes (which baddy, only for him to jump into the 

/our speed), bolts of appropriate bubble and pick up the 

g (which zap everything on real points at my expense. Until you 
en) and lumps of toffee get to know the game really well, 

jive you extra/lives), are you're liable to be surprised from 

ly worth jumping into; time to time by the unexpected 
ike fireballsfshould be effects of bumping into and 
I at all costs if you don't .inadvertently picking up certain 

linn tinnnrl hoarl n\/or honlr 


of that song of songs," I'm forever 
blowing bubbles", and he obliges. 
What a voice, Tony! Can we expect 
to see some Hoddle 'n' Waddle-style 
antics from you in due course? 

"No, no, no, certainly not, I don't 
think I'll be doing anything like 
that!" 

Not even if you wereioffered 
hundreds of thousands olpol^ds 


objects. might, you never know." ■ 

At one point thetutesy fairground And, with a twinkle in his eye, this 
music is replaced by a huge crash ^charming and talented goal-grabber 
and everytbirfflon the screen tums^aptfoots it. 
into a piece f fruit to be gobbled. ' flEarly morning. OyTowers.A, . 
How did ya db that Tone? brbnzed Mike Pattenden strides^mff 

"I don't know", replies the thdempty office just back from his 

sweating and mystified striker, ^iiofnight's "relaxation". What, no- 
"Every nbw and then something just ^ We in yet?" he snarls. He flings his 
happens:tjust got an umbrella a Gucci farrier b^g into a distant 
minute ago^K^dQ.n # t j knpy how." corner, i|Jump into|is chair and 
Buftyhethenor no&Iany throws his flannel-clad legs up on 

und^tands what he's dbing, one the desk. |l wonder did those idiots 
thing is undoubted — I'm being do anything about getting an 
trashed! C'mon^Tony, wh&'sthe incredibly trendy young striker Lo 
secret? How coi&^outfe llto) play an arcade game?" From his 
and I'm a measf ly 40730? WhaWHPrblazer pocket he pulls a brand new 
you doing that I'm not? West Ham season terrace ticket, and 

"I don't know, really", the modest contemplates it. 

me, "You just reafly "Nah... how could they? Nohe of 
uyioblow out as many bubbles as 'em know anything about soccer." 
you can, and then hop iit&'em for 
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# Arcades 


STREET FIGHTER 

Capcom 
(l x £1) 


I n Street Fighter you play 
Ryu, a martial artist from 
the Orient. You are pitted 
against a series of other 
fighters from around the world, 
taking on each one on their 
own turf. It’s the best of three 
falls, and, assuming Ryu 
defeats his opponent, he’ll be 
presented with a fresh 
challenger with slightly 
different skills. 

Doesn’t sound that mind- 
boggling so far, does it? Just 
yer bog standard beat ’em up, 
right? Well, not really, actually. 
You see, though Street 
Fighter's basic plot isn’t the 
most strikingly imaginative in 
the world, it does have some 
most unusual features which 
make it worthy of note. 

First, and foremost, there 
are the fighting contois. 
There’s the standard left-right- 
crouch-jump joystick for 
movement all right, but when it 
comes to the punching and 
kicking controls, instead of the 
usual buttons there are two 
large rubber pads to be hit 
with the palms of your hands. 
By virtue of some fairly nifty 
technical hi-jinks, the harder 
you hit these pads, the harder 
Ryu hits his opponent. These 
pads make the game far 
closer, in terms of physical 
activity on the player’s part, to 
real-life punching and kicking 
than measely plastic buttons 
ever could. 

The second thing which 
makes Street Fighter pretty 
unusual is the sheer size of 
the screen, and, 
consequently, the size and 
graphic detailing of the 
players. If you imagine your 
average coin-op screen as a 
small portable television, this 
one is, by comparison, a 24 
incher. It needs to be that way, 
too — otherwise the 
enormous fighting figures — 
measuring a whooping five 
inches in height — would look 
rather cramped. 

The background graphics 
are pretty neat too. You get to 
choose the nationality of your 
first opponent, and the scene 


juy awaits you. 

There are also practice 
sequences where you can try 
rour hands — and feet — at 
smashing concerete blocks 
ind so forth, and there’s a 
wo-player option in which you 
and a friend can thrash away 
at one another. 

Street Fighter isn’t an easy 
game to play. The different 
warriors do seem to have 
slightly varying tactics and 
talents, but personally I found 
that one’s own physcial 
stamina, or lack of the same, 
can be a limitation (Wimp — 


Challenged 
in the land 
of the rising sun, 


varies dramatically according 
to his home territory. In 
America, you take on a large 
white fighter on a railway 
platform somewhere in the 
New York district of Queens 
(how do I know? Because you 
can see the famous 
Manhattan skyline in the 
distant background, of 
course), and an even larger 
black warrior on some 
wasteland in the shadow of 
Mount Rushmore. In 
China, you’ll be doing battle 
on a section of the Great Wall 
in Japan, outside a Buddhist 
temple. And of you elect to 


Battered senseless in 
Great Britain ,,, 




Chopped to 
the ground 
in China. 


in America! 


take on the charmingly-named 
British punk, Birdie, your 
arena will be a scruffy alley 
whose main feature is an 
abandoned shop called 
Blockheads! (I knew we were 
famous for our street culture 
but...). 

Yes, yes, all very 
interesting, sez you, but 
what’s it like to play? Well, 
until you’veput in a fair bit of 
practise (and coinage too — 
this game ain’t cheap, you get 
three goes for a pound) 
chances are that before you 
even know what’s going on, 
you’ll be confronted with the 
finishing screen: a picture of 


your victorious opponent 
crowing: “You’ll need a lot 
more practise before you can 
defeat me, kiddo’’. 

But if you persevere — and 
have a sympathetic bank 
manager —you’ll start to win 
the occasional round and, 
eventually, you may even 
work up the stamina to 
vanquish one of the fighters. 

“What strength!’’your 
battered foe exclaims in mock 
admiration, “but remember, 
there are many other guys like 
you all over the world ’. And 
with that you’ll find yourself on 
a plane to some other part of 
the globe where another tough 


Ed). No doubt if you do 
weight-training or eat a keg or 
two of spinach per day, you’ll 
soon overcome this drawback. 

There’s no denying that the 
rubber fighting pads and large 
screen in Street Fighter are 
interesting developments, and 
ones whch other games 
manufacturers will be keeping 
a keen eye on. And I’m pretty 
certain that these same 
features, and the excellent 
graphics, will initially attract a 
fair level of punter interest and 
cash. 

What I’m not so sure about 
is whether the fairly repetitive 
nature of the game, and the 
large amount of physical effort 
needed to play it, will prevent 
Street Fighter from being 
much more than a novel 
experiment in coin-op 
technology. Only time will tell. 

Nick Kelly 
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6 

VALUE: 

5 

OVERALL: 

6 





























































• DISK TO DISK • DISK TO TAPE • TAPE TO TAPE • TAPE TO DISK • 


47 BRIDGE STREET 
NEWCASTLE 
STAFFS 
ST5 2RY 
Tel: 0782 619159 Ext 25 



C64 SPECIAL OFFERS 

Exolon 6.1 

Slap Fight 5.£ 

Last Ninja 6.5 

Epyx Epics 6.5 

W Class Leaderboard 6.5 

t RENEGADE 6.50 


Hit Pk3 ‘Trio’ 

6.95 

Hit Pk 2 

6.95 

Enduro Racer 

6.95 

Deep Strike 

6.95 

Zynapps 

B24-Bomber 

6.50 

10.95 

Rode Runner 

6.95 

Silent Servie 

6.95 

Gunship 

Starglider 

10.50 

10.50 

Tiger Mission 

4.95 

Barbarians 

6.95 

Parallax 

4.95 

Hot Wheels 

3.95 

Killed Until Dead 

6.95 

Super Cycle 

4.95 

Sanxion 

4.95 

Paradroid/Uridium 

4.95 

Legend of Kage 

4.95 

Game Over 

6.50 

REVS+ £5.95 

Living Daylights 

6.95 

Sentinel 

4.95 

Aliens 

4.95 

Saboteur II 

5.50 

Escape Singe Castle 

4.95 

Leviathan 

4.95 


STOP PRESS! 

Howard the Duck 
Tag Team Wrestling 
Shaolin’s Road 
Breathrough 
Yie Ar Kung Fu II 
Dandy 
Mission AD 
Mission Elevator 
Thing Bounces Back 
Rana Rama 
Bazooka Bill 
Nuclear Embargo 
Short Circuit 
Now Games 4 
World Games/Movie 
Monster 
Law of West 
Now Games 3 
Xevious 
Aero Jet 
Sigma 7 
Strangleloop 
Falcon Patrol II 
FA Cup Football 
Sorcery 

Doomark Revenge 
Lords of Midnight 
Infordroid 
Trailblazer 
Ballblazer 
Split Personalities 
Krackout 
Nodes of Yesod 
Football Manager 
Rescue on Fractalus 
Druid 


3.95 

3.95 

4.95 
2.99 

4.95 
2.99 

3.95 

3.95 

4.95 

4.95 

3.95 

3.95 

4.95 

5.95 

6.95 
2.75 

3.95 

4.95 
4.95 

2.99 

1.99 

2.99 

2.99 

1.99 

4.95 

2.99 

2.99 

3.95 

1.99 

1.99 

4.95 

2.99 

2.99 

1.99 

2.99 


C64 DISCS TO CLEAR 

World Class L’ Board 

Last Ninja 

Revs 

ICUPS 

EPYX Epics 

Power Play 

Infodroid 

B24-Bomber 

Gundship 

Guild of Thieves 

Auto Duel 

Phatasie II 

Rode Runner 

Defender of the Crown 

Gandalf the Sorceror 

Lord of the Rings 

Rambo 

Red Hawk 

The Hobbit 

Battle Cruiser 

Rock & Wrestle 

War in South Pacific 

Broadsides 

Colonial Conquest 

Warship 

Road War 2000 

Reach for the Stars 

Ultima IV 

Barbarian 

Destroyer 

Renegade 


10.50 

10.50 

4.95 

4.95 

10.50 

4.95 

3.95 
14.95 
14.95 

14.95 

12.50 

14.95 

10.50 
10.50 

3.95 

3.95 

3.95 

2.95 

3.95 
18.95 

3.95 

18.95 

18.95 

18.95 

24.95 

14.95 

13.95 

14.95 
10.50 
10.50 
10.50 


EE XT FI A SPECIAL. OEEEFt 

Purchase any game and you may buy ARGOS PRESS 30 GAMES for £3.95 
Please state Commodore when ordering. 

ANY GAME NOT RELEASED WILL BE SENT ON THE DAY OF RELEASE. 


Free P&P on all orders over £5. Under £5 please add 50p. 


Overseas please add £1 per game. 

GAMES NOT LISTED? Telephone our HOTLINE NOW: 0782 619159 


"LOAD-IT" "LOAD-IT' 

ATTENTION DATA-RECORDEB OWNERS 

THE DISEASE - Tape Loading Problems 
THE CURE - Our Exclusive Data-recorder Modification Package 



PERMANENT HEAD ALIGNMENT ADJUSTING KNOB 
CALIBRATED SCALE 
INTERNAL SPEAKER FITTED 

CBM REC0R0ER 


★ Programs fail to load if the head does not read the tape correctely. 

★ By simply adjusting the head slightly all programs will load! 

★ Loading problems are caused by variations in alignment of data on tape. 

"LOAD-IT" GIVES YOU: 

★ Audible loading through internally fitted speaker. 

★ Head alignment easily adjusted to clearest data signal. 

★ Calibrated scale for keeping a record of loading 
positions. 

★ Achieves 100% success even on poorly recorded 
programs. 

★ Guaranteed for life of data-recorder. 

★ Approved by data-recorder manufacturers. 

★ Recommended by leading software houses. 

★ Does not affect any guarantees on computer. 

★ 3-day service from receipt of order. 

★ Due to popular demand a D.I.Y. kit is available. 

★ All you need is a soldering iron (required for CBM only). 

★ A small file and common sense. 

★ Easy to follow instructions are supplied. 

★ CBM data-recorder kit, only £9.95 inc. post and package. 

★ SPECTRUM 48K/128+2 D.I.Y. kit, only £7.75 inc. post' 
and package (no speaker required). 

"LOAD-IT" is a registered trade name. Copyright ©1986. Patent Pending 
8629660. Trade enquiries welcome. Franchise scheme available in selected 
areas. Britain and overseas. 



SEND YOUR DATA-RECORDER SECURELY PACKED TO: Tel: 021 -745 4970. 

"LOAD-IT", 35 Stretton Road, Shirley, Solihull, West Midlands B90 2RX. 

□ I enclose my CBM data-recorder and cheque for £19.95 inc. 

□ D.I.Y. kit, CBM £9.95. □ D.I.Y. kit for any data-recorder £7.75. 

V Tick as appropriate. 

Name. 

Address. 


.Postal code. 

My Computer is: CBM 16/CBM +4/C8M 64/CBM 64C/C8M 128/SPECTRUM 48K/128+2. 


AMAZING NEW‘TOTAL BACKUP’CARTRIDGE FOR COMMODORE 64 AND 128 (IN 64 M ODE) 

NEW ACTION REPLAY V.3 FROM DOSOFT 
UNSTOPPABLE ‘TOTAL BACKUP’ CARTRIDGE 


OUR NEW INNOVATIVE HARDWARE AND SOFTWARE COMBINATION 
GIVES YOU MORE POWER, MORE FEATURES, MORE FUN!! 


Action Replay V.3 is now more powerful, to disk. Disk to tape. No special 
has more features and will back up more knowledge is required. It tells you 
programs than any competing cartridge! exactly what to do. It’s so friendly- 
It handles the latest protected games! and it’s a lot of fun too! 

Just plug it into the expansion port 
then press the Magic Button! Our new 
hardware design makes this absolutely 
unstoppable. Now you are in complete 
control. Tape to tape. Tape to disk. Disk 


Become invulnerable! Action Replay ^ 
V.3 now has a SPRITE KILLER. Play weird ' 
games! The unique SPRITE MONITOR 
lets you save sprites from one game and 
load them in another! The mind boggles! 


Nothing else offers all these features at this price! t 

I Mega-Freeze ■ SpriteControlf 


Freeze and save ANY working 
program—the Magic Button is 
unstoppable—unlike other 
cartridges. Also it is now 
undetectable by software! 

■ Independent 

All programs reload without 
cartridge—and at turbo speed 
—tape or disk. 

■ Extra Fast 

Make all backups at Turbo Speed— 
much faster than rival cartridges. 
Dual speed Tape T\irt>o is up to 3 
times faster than commercial Turbo* 


10 times faster than Commodore. 

■ Super Compact 

Intelligent compacting techniques 
minimise program size into single 
files. Save 3 or more per disk side. 


Unique Sprite Monitor lets you 
disable them. Save them! Chang* 
them!! Customise your games!!! 

■ Picture Save 

Unique! Save ANY Multicolour 
Picture, including title screens. 
Compatible with Blazing Paddles, 
Koala, Graphic Slideshow etc. 
Built-in Slideshow for tape users, j' 

■ Disk Fastloadec* ‘ 

Superb bonus feature loads five > 
times faster. Takes up NO memory. 

■ Code Inspector 


Look at whole memory—program, 
registers, etc. Everything you need. 

■ Compatible 

Fully compatible with Commodore 
64,64C, 128 and 128D in 64 mode, 

— Mu It 1541C ’ 1570 ’ 1571 and 

® ivA UIllo adVCS Enhancer Drives, CBM compatible 

Transfers MORE multistage loaders tape recorders, FastDOS, and Turbo 
from tape to disk than any other. ROM—can the others say that??? 

And all parts Tbrbo load—another 

feature unique to Action Replay. ^ 'W LI LI 

■ So Easy to Use ^^getmore 

Action Replay V.3 is a delight to use. FOR LESS! 

All functions described on screen. Buy Action Replay with DiskMate 
No user knowledge is required. in ONE cartridge ONLY £39-99 


DiskMate Cartridge V.2 

This is the way Commodore should have their DOS. 
Single keystroke commands: e.g. LOAD and RUN 
straight from directory, and much, much more! 
Works with all drives: 1541, 1570 and 1571. 

» 2 minute complete Backup • Very 
fast disk functions • Invisible 

• Toolkit *10 second Format 

• Powerful ‘Floating’ Monitor 

^ • SAVE “@0: ” bug cured 

• Takes up NO memory 
• Unstoppable reset 

99 

TERRIFIC 
VALUE 

Buy DiskMate with Action Replay 
in ONE cartridge ONLY £39.99 

Graphics Slideshow 

View pix from games, graphic packages 
or loading screens singly or in sequence. 
16 pictures per disk. Turboload. Disk only. 

LOOKING GOOD AT £4.95 
SPECIAL OFFER! 

Enhancement and Slideshow 
on one disk ONLY £11.95 


£14 


100% SUCCESS? 
WE ASK: WHO’S 
KIDDING WHO? 

Action Replay V.3 will back-up ANY 
program which ANY other cartridge 
can—and much more! It also has 
unmatchable features. For instance, 
‘Freeze Frame’ uses more disk space, 
saves SLOWER, has a SLOWER tape 
loader and has NO built-in disk 
fastloader, NO picture, NO Sprite, NO 
restart-features, yet costs£10 more!!! 

So, come on, who’s kidding who? If 
Action Replay V. 3 doesn’t live up to our 
claims, return it within 7 days of receipt 
and you can have your money back! 


SUPER SOFTWARE SALE 

Buy NOW and SAVE! SAVE! SAVE! 


The DoSoft Collection 

UNBEATABLE OFFER The latest versions 
of MegaTransfer, MegaUtility, MegaTape 
and ProSprite ALL on One Disk 

HALF PRICE £12.50 WOW! 
DoSoft Super Disk Kit 

AS ABOVE but with 12 Xidex Precision 
Boxed Disks. A great start to get your 
programs on disk at a giveaway price! 

SAVE! SAVE! SAVE! £19-99 


Mega MegaTape Savings 

OUR FAMOUS Tape-to-Tape utility for 
one Datassette at an unbeatable price. 

BUY NOW £5 BRILLIANT! 
Xidex Precision Disks 

From the WORLD’S LEADING SUPPLIER- 
12 Double Sided, Double Density 5 'A Disks 
complete with sleeves, labels, tabs and 
FREE high impact plastic storage box 

TWELVE FOR ONLY £8.50! 


Enhancement Disk 

Get even more from Action Replay with 
this Bonus Disk to back up the new non¬ 
standard multi-stage loaders. 

GREAT VALUE AT £7.95 

Our cartridges carry a twelve month 
guarantee against mechanical failure. 

How to get your DoSoftware I 

Please send cash/cheque/P.O. with order 
for fast despatch (SAE only for full details). 
Send off now to: 

DoSoft (DeptCU), 2 Oakmoor Ave, 
Blackpool, FY2 OEE 
UK Postage included. Europe add £0.75, or 
£2 if order includes Blank Disks. Overseas 
add £1.50 for Airmail, or £3.50 if order 
includes Blank Disks. 

DoSoft 

You’ll Do it Better 
with DoSoft 


FAST DISK UTILITIES • LOADERS • 2-MIN DISK COPY • FAST DISK FILE COPY • FAST FORMAT 
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W$$R LDWIDE ^ software ^ 


ACE II. 

Adv. Art Studio.. 
Armageddon .... 

Athena . 

Bankok Knights. 


Bismark. 

Black Magic. 

Broderbund 4 hit: 

Catch 23. 

Champ Football. 


Elite Trio. 


Falcon. 

Fifth Quadrant.. 
Frankenstein... 


★ WORLDWIDE 

★ STAR 

★ BUY 


Adv. Art Studio.. 
Alt Reality II. 


7.?5 

Game Over. 

6.55 

Revs +. 

7.25 

19.95 

Gunship. 

.11.20 

Risk. 

6.55 

.9.75 

Hades Nebula. 

.7.25 

Road Runner. 

.7.25 

6 55 

High Frontier. 

7.25 

Samuri Trilogy. 

Shadows of Mordor.... 

.7.25 

7 ?5 

IQ. 

.6.55 

.6.55 

7.25 

Ikari Warrior. 

.7.25 

Slap Flight. 

.6.55 

7.25 

Indiana Jones. 

.7.25 

Snap Dragon. 

.6.55 

7.25 

Inheritance II. 

.7.25 

Spy Vs Spy Arctic. 

.7.25 

7.25 

Killed Until Dead. 

.7.25 

Star Trek. 

.7.25 

7.25 

Last Mission. 

.7.25 

Stifflip & Co. 

.7.25 

7.25 

Last Ninja. 

.7.25 

Street Baseball. 

.7.25 

.7.25 

Living Daylights. 

.7.25 

Street Basketball. 

.7.25 

9.75 

Lode Rnnr3Games .... 

.7.25 

Sub Battle Sim. 

.7.25 

7.25 

Mask. 

.7.25 

Swift Spreadsht. 

...19.95 

6.55 

Mega Apocolypse. 

6.55 

Tai Pan. 

.7.25 

7.25 

Metrocross. 

.7.25 

Triaxoff. 

7.25 

7.25 

Mini Office II. 

12.75 

Wargame Const Set.... 

.7.25 

6.55 

Murder on Atlntc. 

.11.20 

Wargame Greats. 

...11.20 

.7.25 

Pirates. 

.11.20 

Wiz. 

.6.55 

6.55 

Prohibition. 

.7.25 

Wizball. 

.6.55 

.7.25 

Rebounder. 

.7.25 

Wld Class Ldbrd. 

.7.25 

7.25 

Renegade. 

6.55 

Zynaps . 

.6.55 


CONVOY RAIDER 
only £6.50 (cass) 10.25 (disc) 
when purchased with any other item 

C64/128 Disks 


WORLDWIDE ★ 
STAR ★ 
BUY ★ 


Colonial Conq. 

Defender of Crown.. 

Flight Sim II. 

Frankenstein. 

10 5V4" Blank Disk.. 
Wld Class Ldrbrd... 


Defender of Crown... 

Guild of Thieves. 

H’wood Strip Poker.. 
Mean 18 Golf. 


.19.95 

FI 5 Strike Eagle. 

11.20 

Portal. 

19.95 

14.95 

Guild of Thieves. 

14.95 

Road Runner. 

.11.20 

18.95 

Gunship. 

14.95 

Shadows of Mordor.... 

.11.20 

11.20 

Hitchhikers Guide. 

19.95 

Silent Service. 

.11.20 

19.95 

Holywood Hi Jinx. 

19.95 

Subbattle Sim. 

.11.20 

24.95 

Leather Goddess. 

.19.95 

Stationfall. 

.19.95 

14.95 

Lurking Horror. 

Mini Office II. 

19.95 

The Pawn. 

.14.95 

19.95 

14.95 

Ultima lor IV. 

.14.95 

11.20 

Norway 1985 . 

19.95 

Up Periscope. 

28.95 

.33.95 

Panzer Grenadier. 

19.95 

USAAF . 

.23.95 

11.20 

Phantasie II. 

14.95 

Wargame Const Set.... 

.11.20 

7.99 

Pirates. 

14.95 

Wargame Greats. 

.14.95 

.11.20 

Revs +. 

9.75 

Warship. 

.24.95 


AMIGA 




22.95 

Portal. 

28.95 

Uninvited. 

22.95 

14.95 

Karate Kid II. 

18.95 

Starglider. 

.18.95 

14.95 

Silent Service. 

18.95 

World Games. 

18.95 

22.95 

Sinbad. 

22.95 

Faery Tale. 

.37.95 


Please make Cheques and Postal Orders payable to WORLDWIDE SOFTWARE 
Postage and packing is FREE in U.K. Overseas orders please add £1 per cass/disk for 

AIRMAIL Delivery. ___ 

WORLDWIDE SOFTWARE SH 

1 Bridge Street, Galashiels, TD1 1SW Tel: (0896) 57004 


G-TEN LIMITED 

THE MAIL ORDER SOFTWARE HOUSE 


It’s a Knockout. 

Tape 

Disc 

. 7.00 

N.A. 

Power Play . 

. 7.25 

11.25 

Assault Machine . 

. 7.25 

N.A. 

Colour of Magic. 

. 7.25 

N.A. 

Bazooka Bill. 

. 7.25 

N.A. 

The Sentinel . 

. 7.25 

11.25 

Infodroid . 

. 7.25 

N.A. 

Knuckle Busters. 

. 7.25 

11.25 

Aliens . 

. 7.25 

11.25 

Xevious . 

. 7.25 

11.25 

Thanatos . 

. 7.25 

N.A. 

Strike Force Harrier . 

. 7.25 

10.50 

Super Cycle. 

. 7.25 

11.25 

The Movie Monster Game. 

. 7.25 

11.25 

Destroyer. 


11.25 

Yie Ar Kung Fu II. 

6.50 

N.A. 

Sky Runner. 

. 7.25 

10.50 

Maamax . 

. 6.50 

N.A. 

Stallone Cobra. 

. 6.50 

N.A. 

Terra Cresta . 

. 6.50 

N.A. 

Gauntlet. 

. 7.25 

11.25 

Paper Boy. 

. 7.25 

11.25 

Ghost n' Goblins. 

. 7.25 

11.25 

Miami Vice. 

. 6.50 

N.A. 

Parallax . 

. 6.50 

9.75 

Mugsy’s Revenge. 

. 6.50 

11.25 

Green Beret. 

. 6.50 

11.25 

Leaderboard. 

. 7.25 

10.75 

Gunship. 

. 13.25 

18.25 

Dragon’s Lair. 

. 7.25 

10.75 

Rocky Horror Show. 

7.25 

N.A. 

Arcana. 

. 6.50 

N.A. 

Infiltrator . 

. 7.25 

11.25 

Sanxion . 

. 7.25 

11.25 

Hot Wheels. 

. 7.25 

11.25 

Now Games 3. 

7.25 

N.A. 

Deactivators . 

. 7.25 

11.25 

Glider Rider . 

. 6.50 

10.50 

They Sold A Million III .*. 

. 7.25 

11.75 

Antiriad . 

. 6.50 

N.A. 

Alleykat. 

. 6.50 

10.75 

Trivial Pursuit. 

. 11.50 

15.50 

Droids. 

. 6.00 

8.75 

Trail Blazer . 

. 7.25 

11.25 

Super Huey II. 

. 7.25 

11.25 

Kayleth . 

. 7.25 

N.A. 

Five Star Games. 

. 7.25 

N.A. 

Jail Break. 

. 8.00 

12.50 



Tape 

Disc 

Firetracks . 

7.25 11.25 

7.25 11.25 

Six Pack (Hit Pak) . 


Nemesis . 


6.50 11.25 

Delta. 


7.25 11.25 

Exec Leaderboard . 


7.25 11.25 

5 Star Games 2. 


7.25 11.25 

Disk 50 . 


N.A. 11.25 

Great Escape . 


6.50 10.50 

Saracen . 


6.50 10.25 

Thanatos . 


6.50 7.25 

Cyborg. 

They Stole a Million. 


6.50 11.25 

7.25 11.25 

Express Raider. 


7.25 11.25 

Championship Wrestling .... 


7.25 11.25 

500cc . 


7.25 11.25 

Conflicts II. 


8.25 12.25 

Wonderboy. 


8.25 12.25 

Shadow Skimmer . 


6.50 10.75 

Blitzkrieg. 


8.25 12.25 

IQ . 


6.50 10.75 

Peripherals 


Our Price 

(Add £1.50 p&p p/item) 


Quickshot II Joystick. 


.£6.50 

Quickshot II Plus Joystick ... 


.£8.75 

Amiga Range 


Our Price 

Archon . 



Archon II. 


.£17.50 

Arctic Fox . 


.£26.50 

Skyfox. 


.£26.50 

The Pawn. 


.£23.00 

Seven Cities of Gold. 


.£17.50 

Graphicraft. 


.£45.00 

Text Craft . 


.£45.00 

Portal . 


.£29.25 

World Games . 


.£19.95 

Football GFL . 


.£19.25 

Strip Poker . 


.£16.25 

Star Glider. 


.£19.25 

Mean 18. 


.£26.25 

Commodore 16 

Barbarian . 


.22.25 

Konami Coin-Op . 


.7.25 

5 Comp Hits . 


.4.75 

5 Star Games 2 . 


.7.25 

Scott Adams Scoops. 


.7.25 

Phantom . 


.6.50 


Please specify machine. Please allow 14-28 days delivery. Please add 75p P&P 
per item (Inland or BFPO only) 

European orders add £1.50 p&p per item (including N. Ireland & Ireland) 
Elsewhere add £2.50 p&p per item. 

Please make Cheques/Postal Orders (sterling only) made payable to G-Ten Limited 
UK or BFPO orders, please send to: G-TEN LTD DEPT CU9, FREEPOST 
(no stamp required) London, El 6BR 
Overseas orders send to: 

Dept CU9, 1st Floor, 146-150 Commercial Street, London El 6NU 
Telephone enquiries 01-377 2630 


AMIGA PROGRAMS 

If you have written programs for 
the AMIGA or ST, we would like 
to hear from you. Ability to write 
in C or machine code essential. 
CBM 64/128 games pro¬ 
grammers with a good track 
record of published pro¬ 
grammes, who wish to write for 
the Amiga should send samples 
of 64/128 programmes. Out¬ 
right or royalty payment for 
finished programs, excellent 
terms of payment, world wide 
distribution guaranteed. 


Write to and send samples for evaluation to: 

Karen Graham 
Anco Software Ltd., 

35 West Hill, Dartford 
Kent DAI 2EL 
(0322) 92513-92518 


UW.Snft Liinfrn 


69.95d 

22.50d 


NEW 16.001 18.50d 


NEW 

SPECIAL 


Cl 28 BASIC Compiler 47.00d 

DBASE II 110.OOd 

Micro Clerk (Complete accounting package) 89.50d 

PLUS Spreadsheet, Database and Word Processor) 

Oxford PASCAL 47. 

Superscript 28 
Swift Spreadsheet 128 

immum 

Mini Office 2 

Paperclip (Word Processor) 

DFM Database 
Swift Spreadsheet 64 
Superbase 64 
Superscript 64 

itoivi'mim 

Alpha Build (4-8yrs) 

French Mistress A and B (each 
German Master A and B (each) 

Number Tumblers (8-12yrs) 

Word Power (10yrs+) 

mmMmmmL 

Art studio 

GEOS (Operating System) 

Laser BASIC Compiler 
Optical Mouse & Graphics Pack 
Quickdisc Plus 
Quill + Illustrator 


■saa 


42.50d 
10.OOd 
22.50d 
69.95d 
59.95d 


221b Baker Street 
Defender of the Crown 
Hitch-Hiker’s Guide to the Galaxy 
Into the Eagle’s Nest 
Leather Goddesses (Adult 
Masters of the Universe 
Moonmist by Infocom 
Murder on the Atlantic 
Pirates 

Shadows of Mordor 
Ultima III 
Ultima IV 
Vera Cruz Affair 
Wishbringer by Infocom 

Colossus Chess 4.0 


NEW 

7.95 

) 

NEW 

8.50t 

NEW 

NEW 

12.95t 

NEW 

7.95t 

Special 

7.75t 


8.75c 

7.95t 


Gauntlet 

Eagles 

NEW 

7.95t 


Epics 

NEW 

8.75t 


Leader Board—World Class 

NEW 

8.50t 


Last Ninja 

NEW 


■mg] 

Living Daylights 

Paper Boy 

NEW 

12.75t 

15.95d 

Sentinel 


19. OOt 

48.OOd 
24. OOd 

Star Glider 

Tenth Frame 


16.501 

47.50d 

19.50d 

19.50d 

Tracker 

Trivial Pursuit 

World Games 



8.50t 

8.50t 

7.75t 

8.50t 

8.50t 

8.50t 

8.50t 

8.50t 

8.50t 

12.75t 

8.50t 

12.75t 

12.75t 

8.50t 


ACE (Air Combat Emulator) 
Ace of Aces 
Aero Jet 


Colonial Conquest 
Destroyer 

Europe Ablaze by SSG 
FI 5 Strike Eagle 
Field of Fire 
Gunship (Helicopter) 
Heathrow Air Traffic Control 
Reach for the Stars by SSG 
Sky Runner 
Silent Service 
Twin Tornado 
U.S.A.A.F. by SSI 
Vietnam 

War Games Construction Set 


8.50t 11.50d 

8.50t 12.95d 

8.50t 12.95d 

24.OOd 
12.95d 
24.OOd 
8.50t 12.95d 

8.50t 12.95d 

13.501 18 OOd 

7.50t 

24.OOd 

8.501 

8.50t 12.95d 

10.95d 
28.OOd 
8.50t 12.95d 

16.95d 

t = cassette tape 
SPECIAL 


Blockbusters 

Computer Hits (10 games) 
Future Knight 

Home Office (Database & WP) 
Konami's Coin-Op Hits 
Paintbox (Drawing Utility) 
Scooby Doo 
Sports 4 
Trailblazer 


(Flight 
Bridge Head 
Mercenary 

2nd City for Mercenary 
Saboteur 
Strip Poker 

d = diskette c = ROM cartridge 

FLIGHT SIMULATORS AT DOWN TO EARTH PRICES ! 


12.95d 
12.95d 
24.50d 
11.50 
24.50d 
12.95d 
23.OOd 
12.95d 
17.50d 
11.95d 
15.OOd 
18.OOd 
12.95d 
23.OOd 


12.95d 
12.95d 
11.50d 
12.95d 
12.95d 
12.95d 
12.95d 
12.95d 
11.50d 
18.OOd 
12.95d 
16.OOd 
18.OOd 
12.95d 


7.01 

8.50t 

6.50t 

9.75t 

8.75t 

9.00t 

7.00t 

7.00t 

6.01 


8.751 

7.50t 

8.50t 

5.50t 

8.50t 

7.50t 


JET the brilliant new FI 6/FI 8 Fighter simulstor. C64 Disc only £35 
FLIGHT SIMULATOR II without doubt the best Flight Simulator on the C64 
★ ★ ★ Cass £32 Disc £35 ★ ★ ★ 

SCENERY DISCS San Francisco or Japan — ot.ly £16 each 
Please send stamp for our complete list (state which computer). 

Please include 50p for Post and Packing for all orders less than £20. Outside UK please include £1 plus 75p for each 
additional item on all orders. Send Cheque. Eurocheque, Sterling money order or UK Postal Order with order to: 

po box 164 UK SOFT CENTRE LTD (cu) telephone 

CANTERBURY, KENT, CT2 7XG CANTERBURY (0227) 459608 
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ALL OUR PRICES INCLUDE CARRIAGE & VAT 

HSV COMPUTER SERVICES LIMITED (cu) 

_ 23,Hampstead House,Town Centre,Basingstoke,RG21 1LG. 

NF w i PWER PR ICES----;r 


DISKETTES 

31/2 SS/DD 
DS/DD 
5Vi SS/DD 

ds/dd 

ds/qd 

★ COL DS/QD 
universal 


quantity 
135TPI 
135TPI 
48TPI 
48TPI 
96TPI 
96TPI 
96TPI 


20 

26.50 

30.50 

8.95 

9.95 

10.95 

14.95 
14.95 


30 

37.50 

43.50 
12.75 

13.95 

14.95 

21.95 
21.95 


40 
49.00 
57.00 
16.00 

16.95 

17.95 

28.95 
28.95 


50 
60.00 
70.00 
18.75 

19.95 

21.95 

35.95 
35.95 


100 

110.00 

130.00 

36.95 

37.95 

39.95 

63.95 
63.95 




w ! f * E L l rE storage 

Sr 

Mx514.fef.ud Lockabie 
120x5%' H nff5 H L °ckable 
» Lockable 


VSlu^ied in a— ^““b^neV back « 
and envelopes and aranlee. 


boxes 

1.25 

6.50 

7.50 

10.50 

12.50 
1.25 
7.95 

10.95 


PRINTER STANDS 80 COLUMN 

Smoked brown acrylic for rear or centre feed 
printers £14.95 

TILT 'N' TURN MONITOR STANDS 

12" Monitor £12.95 

14" Monitor £14.95 


Access 


Credit Card Hotline (0256) 463507 Faxline (0256) 841018 


VISA 


TROJAN 

CAD-MASTER® 

THE ULTIMATE IN GRAPHICS TOOLS 


SUPERB GRAPHICS SOFTWARE 
' M ivu PLUS A TOP QUALITY . r /* 6 


64/128 °0 


LIGHT PEN 


U" 


Discover the exciting world of creating your 
own graphics on screen. 

• FREEHAND DRAW - 5 pen thicknesses incl. Quills 

• PAINT BRUSH - for the artistic touch 

• FILL ANY SHAPE - use all colours and patterns 

• GEOMETRIC SHAPES - circles, boxes, triangles, lines 
& banding 

• DYNAMIC RUBBER BANDING - on all geometric options 

• PIN-POINT FUNCTION - for pixel accuracy on all functions 
Plus many more too numerous to mention in this ad. All these 

features in the Program + a top quality Light Pen and an 
Instruction booklet in one reasonably priced package. Easy to 
use for creating colourful pictures or technical drawings. Ideal 
for use by all ages of micro users. Full back-up 
service from manufacturers. Available at good 
dealers or direct from Trojan Products. 

Please state which Micro. 




Micro Computer Software & Accessories 

Send cheque/P.O. to 
TROJAN PRODUCTS 
166, Derlwyn, Dunvant, Swansea SA2 7PF 
Tel: (0792) 205491. 

TRADE ENQUIRIES WELCOMED 


DAfflCUnUNTD 


THE ULTIMATE POOLS PREDICTION PROGRAM 

• MASSIVE DATABASE Poolswinner is a sophisticated Pools 
prediction aid. It comes complete with the largest database 
available - 22000 matches over 10 years. 

• PREDICTS Not just SCOREDRAWS, but AW AYS, HOMES 
and NO SCORES. 

• SUCCESSFUL SELEC guarantee that Poolswinner performs 
significantly better than chance. 

• ADAPTABLE Probabilities are given on every fixture - 

choose as many selections as you need for your bet. The 
precise prediction formula can be set by the user - you can ~ , - th , 

develop and test your own unique method. SI 

• SIMPLE DATA ENTRY All team names are in the program. Simply type in the reference 
numbers from the screen. Or use FIXGEN to produce fixture list automatically (see below). 

• LEAGUE AND NON-LEAGUE All English and Scottish League teams are supported, 
and also the non-league sides often used on pools coupons. 

• PRINTER SUPPORT Full hard copy printout of data if you have a printer. 

PRICE £15.00 (all inclusive) 




- AT LAST: No more struggling for hours to get the 
FTXtJFlVl 07 /Q flxture ^ 11110 the computer. FIXGEN has been 
* lAVUlil Olio programmed with all English and Scottish League 
fixtures for 1987/8. Simply type in the date, and the full fixture list is generated 
in seconds. Fully compatible with Poolswinner. Yearly updates available 
POOLSWINNER with FIXGEN £16.50 (for both) 


COtIRSEWINNERn 


NOT JUST A TIPSTER 
PROGRAM, Coursewinner 

____ ____ V3 can be used by experts 

THE PUNTERS COMPUTER PROGRAM and occasional punters alike. 
You can develop and test your own unique winning system by adjusting the 
analysis formula, or use the program in simple mode. Coursewinner V3 uses 
statistical analysis of major factors including past form, speed ratings, course 
statistics, prize money, weight, going, trainer and jockey form etc, etc. It 
outputs most likely winners, good long odds bets, forecasts, tricasts etc. The 
database includes vital course statistics for all British courses. You can update 
the database - never goes out of date. FULL PRINTER SUPPORT. 

PRICE £15.00 (all inclusive) includes Flat AND National Hunt versions. 


ALL PROGRAMS AVAILABLE FOR: AMSTRAD CPCs, AMSTRAD PCWs, PC 1512, All BBCs, All SPECTRUMS 
COMMODORE 64/128. 

Supplied on tape (automatic conversion to disc) - except PCW and PC1512 (on disc - add £3.00). 


Send Cheques/POs for return of post service to ... 




phone 24 hrs SOFTWARH phone 24 hrs 

37 COUNCILLOR LANE, CHEADLE, CHESHIRE SK8 2HX. S 061-428 7425 

__ (Send for full list of our software) 





















































C R ELECTRONICS 

Suite 2, 81a High Street, Burton-on-Trent, Staffordshire DE14 1LD 

Tel: (0283) 40489 Ext.2 

30% OFF ALL NEW TITLES 

e.g. £9.95 = £6.95 £8.95 = £6.26 £7.95 = £5.56 


Commodore 64 

rrp 

World Class 


Leaderboard 

9.99 

Trio Hitpack. 

9.95 

Road Runner. 

9.99 

Game Over. 

8.99 

Living Daylights 

9.99 

Gauntlet. 

9 99 

World Games.... 

9.99 

Bazooka Bill. 

9.95 

Champ Wrestl’g 

9.95 

Grange Hill. 

9.95 

Head Over Heels 

8.95 

Legend of Kage 

8.95 

Shou Lins Road 

8.95 

Shockway Rider 

9.95 

Popeye . 

7.95 

1942. 

8.95 

Movie Monster 


Game. 

9.99 


★ 


CR’s 

6.99 

6.95 

6.99 

6.30 

6.99 

3.99 
3.99 
3.99 

3.99 

2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 

1.50 


Limited offers 
for C64 

Durell Big 4 tape 4.99 
Blitz Krieg 4.99 
Werner 3.99 
Spitfire 40 5.99 
Int Soccer (cart) 3.99 
Nexus or Warrior II 1.99 
Starfire + Fireone 1.50 
Inheritance II 3.99 
Passengers of the Wind 4.99 


Commodore Amiga 

Leaderboard. 24.95 17.50 

Pawn. 24.95 17.50 

World Games.... 24.95 17.50 

Barbarian. 24.95 17.50 

Starglider. 24.95 17.50 


Commodore 16 


Paperboy. 

. 7.95 

3.99 

Exploding Fist... 

. 9.95 

2.99 

Jack Attack. 

. 14.95 

1.99 

Shoot-it. 

. 6.95 

1.50 

Climb-it. 

. 6.95 

1.50 

Zapp-’em. 

. 5.95 

1.50 

Diagon. 

. 7.95 

1.50 

Rig Attack. 

. 5.95 

1.50 

Galaxions. 

. 5.95 

1.50 

Lunar Docking.. 

. 4.95 

1.50 


★ ★ ★ Special Offers ★ ★ ★ 


Commodore 64 

Frankie goes to 


Hollywood.... 

. 8.95 

2.50 

Night Shade. 

. 8.95 

1.99 

Broad Street.... 

. 9.95 

1.99 

Eureka . 

. 14.95 

1.99 

Grand Master 



Chess. 

. 11.95 

1.50 

Sabre Wolf. 

. 9.95 

1.50 

Underworld. 

. 9.95 

1.50 

Spy’s Demise... 

. 9.95 

1.50 

Pitman Typing 



Tutor. 

. 9.95 

1.50 

Everyone’s a 



Wally. 

. 9.95 

1.50 

Jack Attack 



(cart). 

. 14.95 

3.50 

Dig Out. 

. 12.95 

1.99 

Hamstead. 

. 12.95 

1.99 

The Three 



Musketeers .. 

. 9.95 

4.56 


Various Items 

C2N Data Recorder 

Only £29.95 

Remote Control Joysticks 
(no wires) 

Two Joysticks and Power 
Adaptors 

for only £14.99 

Quickshot I £3.99 

10 x 5V 4 DSDD Disks 

£4.99 


2.50 

2.50 

2.50 

99p 

99p 

99p 


Commodore 64 

Zork I (disk). 

Zork II (disk). 

Zork III (disk). 

Captain Kidd. 

Hercules. 

3 x Cl 5 blanks. 

Jinn Genie. 99p 

Nutcracker. 99p 

Jet Boot Jack. 99p 

Thrusta. 99p 

Ankh. 99p 

Cray Balloon. 99p 

BigSleeze. 5.50 

Laurel and Hardy. 4.50 

Rupert. 2.99 

Spy vs Spy III. 6.50 


Cludo, Monopoly and 
Scrabble. 29.95 


8.95 


FREE MONTHLY PRIZE DRAW 


We stock thousands of Commodore, Spectrum, Amstrad and Atari ST titles, and are able to obtain any 
title that has ever been released in Britain at 30% off RRP. NEW TITLES IN DAILY. 


All orders above £10 
Make cheques/I 


p&p FREE. Below £10 please ADD 50p. 
PO payable to CR ELECTRONICS. 


H&D Services 
11338, Ashton Old Road, Higher Openshaw, Manchester 
I Mil 1JG _Tel. 061-370-5666 


© 



LOGIC SUMMER SALE 


CASSETTES 

at £1.99 each 

Who Dares Wins II, Gyroscope, Thing on a 
Spring, Chimera, Thunderbirds, Secret Mission/ 
Adventureland, JSWII, Chuckie Egg II, Yabbu 
Dabba Doo, Firelord Alley, The Force, Max 
Headroom, Twin Kingdom Valley, Sigma 7, 
Spiderman/Hulk, Fassem M/C Long Assembler, 
Surf Champ, Grandmaster Chess/Othello, Pitman 
Typing Skills, Adrian Mole, William Wobbler, 
Dragon Skulle, Kettle, Bounder, Macadam 
Bumper, Flak, Bulldog, Paradroid, Combat Lynx, 
The Rats, Beached, Highway Encounter, World 
Series Baseball, Ark Pandora, Mermaid Madness, 
Ghost Chaser, Starion, Bounces, Red Arrows, 

“2”, Mugsy’s Revenge, Rock ’n’ Wrestle, “Frack 
64”, Empire, Zorro, Howard the Duck, Grog’s 
Revenge, Sherlock, Nexus, Matchfishing, 

Zaxxon, Willow Pattern, Entombed, Questprobe, 
Skooldaze 64, Critical Mass, Bombo, Law of the 
West, Fight Night, Hampstead, Forest of Doom 
(book & tape), Little Computer People, Donkey 
Kong (Cartridge), Robotron 2084 (Cartridge), 
Split Personalities, Elecktra-Glide, Ballblazer, 
Congo Bongo, Psytron, Eddie Kidds, Tough Type, 
Dev’s Ex-Machine, Dummy Run, Escape From 
Paradise, Magic Madness, Classic Snooker, 
Comet Games, Manic Miner. 

at £2.99 each 

Superbowl, Lord of the Rings, Avenged, 
Trailblazer, Dragon’s Lair, Apshai Trilogy, 
Adventure Guest, Lords of Time, Jack the Ripper, 
Xevious, Hacker II, Uchi-Mata, West Bank, 
America’s Cup Challenge, Thai Boxing, Fighter 
Pilot, Beachead II, Hot Whells, System 15,000, 
Masher’s Universe Arcade, Masters Universe 
Adventure, John Reb II, Evil Crown, Football 
Manager, Tarzan, Beyond Forbidden Forest, 
Future Knight, Droid, Iccup, Alligata Action Pack 
(4 titles). 

2.99 Cassette Compilations 

1) Platform Perfection 

inc Zorro, Bruce Lee, Country Bob, Ghostchaser. 

2) Scott Adams Scoops 

inc Pirate Ad, Voodo Castle, Buckaroo Banzai, 


C64 DISCS £1.99 

Park Patrol, Master Lamps, Nexus, Fighting Warrior, 
Redhawk, Starion, Sigma 7, Galactic Controller, Past 
Finder, William Wobbler, Superman, Zork, Zork II Zork 
III, Suspended, Web Dimension, Beamrider, 

Spindizzy, Thing on a Spring, Ballblazer, Mychess II, 
Decathoion, Critical Mass/Combat Lynx, Tracer 
Sanction, Ghostbusters, Pitfall, Pitfall II, Murder by 
Dozen, Red Arrows 

64 Discs 

1) Compilations £4.95 

inc, Turbo, Derby Day, Pilot 64, Golf, World Cup Test 
Match. 

2) Compilation 4.95 

inc, View to Kill, Friday 13th, C/Matt II, The Pyramid, 
Test Match, Beaky and the Egg Snatchers. 

UTILITIES 


Easy File 

4.95 

Future Finance 

4.95 

Logo 

4.95 

Programmers Utilities 

4.95 

Quick Data Drives 

7.50 

Entrepro Quick Data Drives 

£9.95 

Music Maker Keyboards 

5.00 


3) Star Games One 

inc, Way of the Tiger, Barry McGuigans, 
Beachead II, Rescue on Fractalus. 

4) Unbelievable Ultimate 

inc, Entombed, Staff of Karnath, Blackwyche, 
Imhopet. 


BARGAINS FROM 1st 
PUBLISHING 


8 BOOKS FOR JUST £9.95 + £2.50 p&p 
Normal RRP over £50.00 

Your 64 Cassette Book, Graphics Book for the 
Commodore 64, Peeks & Pokes C64, Tricks & Tips for 
Your Commodore 64, Advanced Machine Language 
Book for the C64, Idea BookC64, Machine Language 
Book for the C64 

1st PUBLISHING PROGRAMS ON DISC — 

ALL JUST £10.95 EACH 

First Word (Word Proc.), Firstbase (Database), Basic 
64, Pascal (Language), Ada Training Course 


Spinnaker Educational Software 
ALL AT £1.95 


COMMODORE £1.95 

Alt, Agean Voyage, Songmaker, Ranch, Sea Speller, 
Number Tumblers, Fraction Fever, Make a Face, Stony 
Machine, Alpha Build, Dance Factory, Logic Levels, 
Alphabet Zoo. 

P&P 1-3 Titles 75p, 3 or more £1.00 
Overseas £1.20 per tape 

Cheques payable to: 

LOGIC MAIL ORDER LTD. 

Department 1,17 Leofric Square, 

Eastern Industry, Peterborough, Cambs 
Tel: 0733 313870 


TURBOSOFT SUPERKLONE 


For tape backup on Commodore 64/128, Vic, Pet home 
computers. 

Full instructions supplied. 

No software required. 

100% safe to use. 100% successful. 

All you need to use Superklone is your computer and 
access to 2 C2N datacasettes. 
Superklone will copy any tape program that will load 
into your Commodore. In many cases the copy may be of 
better quality than the orginal. 

*★★★★★★★★★★★★★★★★★★★★*★★★************************ 

WARNING 

It is an offence to copy copyright protected software for 
gifts or resale 


STILL ONLY 

£ 8.95 

To receive these products cross your cheque or P.O. 
make it payable to Turbosoft and send off today to 

TURBOSOFT 

27 SKIPTON ROAD, BARNOLDSWICK, COLNE, 
LANCS BB8 5EF 

and don’t forget to include your name and address 
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R-TYPE 


* 


hvnRl * lit tern am 


Sea-worms to 
shrivel . . . 


Coral-horr 
cremate . . 


mrnim 


Living fossils to 
liquidate . . . 


And much, much more! 


Irem 

a x top) 


t won’t be hard for you to 

spot the R-Type cabinet in 

your local arcade: it’ll be the 
one which you can’t see for 
the scores of glassy-eyed fans 
thronging around. 

And, when and if you do 
manage to get to the front of 
the crowd, you’ll soon see just 
why it’s going to be such a 
huge hit. 

It’s not that R-Type , a 
horizontally scrolling 
spaceship-style shoot ’em up, 
embodies the most original 
coin-op game concept ever 
it doesn’t. It’s just that what it 
does, it does so incredibly 
well. 

The theme is sub-aquatic 
warfare. You’re a lone fighting 
machine making your way 
through an alien seascape. 
You’ve got two basic 
weapons, both operated by 
your fire button: stab it and 
you get normal rapid fire, keep 
your digit on for fractionally 
longer and a single, far more 
powerful missile is launched. 

Waves of smaller attacking 
ships and stationary gun 
emplacements fire at you as 
you negotiate this graphically 
stunning world. Interspersed 
with these routine hazards are 
larger and more resilient sea 
creatures, mutant lobsters 
who blow balls of lava at you, 
enormous segmented sea 
snakes, and various other 
hideous semi-fossiled nasties. 

You will also encounter an 
occasional slow moving, 
bubble-headed creature which 
doesn’t fire at you. These 
surprisingly peaceable 
inhabitants of the nightmare 
world in which you find 
yourself are the keys to a 
longer and healthier 
existence. Shoot one of these 
and, where once was a 
relatively harmless sea-being, 
you will now see a glittering 
jewel. Ride through this gem 
and you will suddenly find 
yourself accompanied by a 
rotating, missile-firing globe. 


This globe is indestructible 
and will survive onscreen as 
long as you do. It will glide 
along beside you. Or, if you 
move either end of your ship 
up to it, it can lock into and be 
carried along by you. You can 
let go of your little spherical 
friend — or, rather, blast it 
away from you — by punching 
a second button. 

If you manage to survive 
long enough to pick up a 
second jewel, you’ll be given 
another weapon or protective 
device on your own ship, and 
each jewel after that adds one 
more piece of firepower or 
protection. 

As you glide through the 
first level, you’ll find the extra 
weapons you’ve acquired very 
useful, especially when it 
comes to dealing with the 
bigger, tougher monsters who 
have to be blasted several 
times before they’ll die. But it’s 


at the very end of the level that 
your gem-power becomes 
essential to your survival. 

For each level is guarded by 
what must be one of the most 
loathsome and graphically 
complex monsters captured in 
an arcade game yet. 

First you’ll encounter a 
horrific squid-like creature with 
waving death-dealing 
tentacles and huge, baleful 
marble eyes. Every time it 
opens its maw, a lethal chain 
of fire is spat out at you. After 
about three pounds worth of 
ten pees, I’ve came to one 
conclusion: the only way to 
dispose of this horrible 
creature is to first acquire the 
rotating sphere. Even if you 
are fighting with an ally, it’s 
still pretty tough going, trying 
to dodge the fire while blasting 
away at the vulnerable eyes. 

Assuming that you do have 
the sphere to help you, and 


Warn 


preferably some extra 
firepower as well, as you keep 
blasting at the monster you’ll 
start to notice parts of it 
withering up. Eventually, if you 
do manage to overcome it, 
you’ll be treated to an 
amazing death throes scene, 
in which a series of explosions 
erupt all over it’s slimey body 
before it finally expires and 
slides out of sight. 

As you progress through the 
levels, the scenery changes in 
colour and character, sombre 
blue hues being replaced by 
brilliant red ones, metallic 
tubing giving way to a seabed 
covered in the fossilised- 
bones of fiercesome, long- 
dead creatures, and so on. 

The creatures who attack you 
are endlessly varied too, from 
giant crayfish which leap 
unexpectedly up at your craft 
from their camouflaged hiding 
places to sea-spiders who 
race across the screen sowing 
a web of deadly seaweed in 
your path. 

The great monsters at the 
ends of the level are each 
totally unique. At the end of 
Level Two, you encounter an 
enormous putrifying sea 
anenome-type beast with 
giant sea-worms swimming in 
and out of its many orifaces. 
The Level Three Supreme 
Nasty really resembles 
nothing so much as a 
giagantic irregularly-shaped 
star-ship, with hundreds of 
weapon bays and pods. The 
trick when dealing with these 
horrors is to nimbly place your 
accompanying sphere in one 
really hot spot and leave it to 
deal with all the weapons 
there, while you move onto 
another. 

I could go on, but by now 
you must be getting the idea 
— this is one hell of a game. 

But please don’t take my word 
for it. No doubt every arcade in 
the country, including your 
own local, will soon have it’s 
own R-Type. And, 
unfortunately, its own R-Type 
size crowds too. 


GRAPHICS: 

SOUND: 

TOUGHNESS: 

ENDURANCE: 

VALUE: 

OVERALL: 
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BEGINNING 


[ efore you rapidly stuff 
another 30p in the 
latest laser all-singing- 
ana-dancing arcade machine, 
stop and think "was there 
life before arcade games?" 
Then look over in the 
murkiest, dustiest corner of 
your local arcade, and you 
will probably notice a 
severely neglected pinball 
machine. Pinball, y'see, was 
probably your parents idea 
of fun — at least until they 
had you! 

Pinball has been around a 
little longer than your pa¬ 
rents, about six thousand 
years longer actually. It 


similar to pinball in that it 
had the table shape and a 
plunger. The object was to 
send the ball skillfully into 
the playing area in such a 
way that it would land in 
one of the scoring holes. 
Each hole had a different 
score and there were pins 
strategically placed to ob¬ 
struct the ball's course. 

Today's big pinball manu¬ 
facturers such as Gottlieb, 
Williams, and Bally first 
started making their names 


9°wy$ 
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started with the ancient 
Greeks, who used to enter¬ 
tain themselves by rolling 
balls up hills and attempting 
to get them into holes which 
they had dug. 

Pinball commercially took 
off in around 1927. Well, it 
wasn't exactly pinball as we 
know it today. The game 
around then was known as 
bagatelle. Bagatelle was 


when bagatelle began to be 
found in every place the 
public could possibly 
gather. It wasn't until after 
the war, in 1947 to be pre¬ 
cise, that Gottlieb's 'Humpty 
Dumpty' machine was pro¬ 
duced with flippers. Since 
then, well ... the rest, as 
they say, is history. 

Pinball has now come a 
long, long way from the 


days when all a machine 
had to offer was pretty pic¬ 
tures on the back, a few 
bumpers, a plunger and two 
flippers. Pinball machines, 
like computer games, have 
picked up their share of 
famous licences. In the 70s 
pinball in Britain was at its 
most popular due to the 
amazing success of The 
Who's rock opera 'Tommy'. 
There were two machines 
inspired by the film, Captain 
Fantastic, starring Elton 
John in the notorious six 
foot high Dr. Marten's 
boots, and Wizard starring 
Roger Daltry as "That deaf, 
dumb and blind kid .. 
who "sure plays mean pin¬ 
ball." A lot of other rock 
bands also had the honour 
of being plastered all over 
the backflash of pinball 
machines, notably Kiss and 
Iron Maiden. In fact almost 
anyone who's anyone, from 
Flash Gordon to the Harlem 
Globe Trotters, can be found 


with their name on a pinball 
machine. 

Not only has the artwork 
spectacularly improved on 
pinball machines — there 
has also recently been a 
technology boom, and un¬ 
surprisingly the top manu¬ 
facturers like Bally and 
liams are launching a 
attack on the back of t 
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The new wave of games are 
excellent spear-headed by 
Bally's Party Animal. This 
game in particular is abso¬ 
lutely mind- (and ear-) blow¬ 
ing. I say ear-blowing be¬ 
cause of the sound: it puts 
the best of video games to 
shame. 

The game is set to a party 
theme, and has a mini¬ 
replica Wurlitzer jukebox in 
the middle of the playfield. 
Not only does this jukebox 
look excellent — it actually 
works! Each time you hit the 
thing a Sixties tune is 
blasted out in perfect stereo, 
hit it again and you will hear 
the brief sound of a record 
being ripped off the turnt¬ 
able, and then a new one 
being put on. The famous 
golden oldies include 
'Louie, Louie' and 'Tequila'. 
The machine, as well as 
being extremely brilliant 
sound-wise, is also very fun¬ 
ny. When you knock down 
the tokens and spell P.I.G- 
.O.U.T. — at this point an all 


Alien Poker — v. 
cult 'n' trendy pin 
tabl 


too realistic burp sound is 
heard. 

So why am I telling you all 
this, you wonder, everyone 
knows there are only about 


four pinball machines to be 
found in arcades across Bri¬ 
tain, and most of those are 
broken. Well, believe it or 
not, you can now pick up a 
working, second-hand, elec¬ 
tronic, full-size, no catches, 
pinball machine for any¬ 
thing between £100 and 
£350 (The price depending 


Ferdy’s Guide to 
Pinball Speak 

I don’t know, what with all these 
pinball terms flying left, right and 
centre, I though I’d better explain 
what they were, and introduce you to 
a few more. It’s a dead good way to 
impress your mates when you’re next 
down the arcade. 

BUMPERS — The round things 
usually found at the top of the play 
area. They bounce your ball all over 
the place. 

PLUNGER — The spring-loaded 
trigger which shoots the ball into 
play. 

FLIPPERS — Come on! These are 
the things you play the ball with. 

BIFFING or GRAUNCHING — 

Nudging the machine with any part of 
your bod, to help control the ball 
(perfectly legal). 


BODY ENGLISH — A more 
involved session of biffing or 
graunching (again perfectly legal). 

TILTING — Biffing the machine too 
hard — a wall light will show up and 
your flippers will be put out of use 
temporarily (totally illegal). 

LAZARUS BALL — When a ball 
goes behind the flippers and out of 
play, a player can attempt to biff the 
machine and bring it back into play. 
Those of you who are regular Bible 
bashers will understand the name. 

For those of you who don’t, Lazarus 
came back from the dead . .. geddit? 

ANTI-BIFF BARS — These were 
put strategically behind the flippers 
by the designers to stop players doing 
the Lazarus balls and are now in 


BACK FLASH — scoreboard. 
TOP FLIGHT WIZARD -Ace 

player. 


on what kind of condition 
it's in and how new it is.) 
Where? That's what we 
wanted to find out, and our 
journey led us to Ilford in 
Essex where the home of 
the Pinball Owners Associa¬ 
tion is to be found. We 
spoke to their chairman, Mr 
Gary Flower. 

The association has been 
going now for 11 years and 
has a few thousand mem¬ 
bers worldwide. I asked 
what joining the association 
can do for someone who 
wants to get into pinball in a 
big way. "They could buy a 
machine through us and our 
monthly magazine. Buying 
through the P.O.A. would 
ensure the machine was 
being sold for a fair price. 
Also by joining the P.O.A. 
you can swap pintables 
when you have exhausted 
play on your own. The asso¬ 
ciation is also there for peo¬ 
ple to share their knowledge 
of pinball at their monthly 
gatherings in London. Not 
to mention the fact that if 
you have maintenance trou¬ 
ble with your machine you 
may be able to find some¬ 
one only too pleased to 
assist." 

One or two very good 
reasons, I think you may 
agree. "But there must be a 
catch!" I hear you say. I 
thought the same too, but 
no, it doesn't cost an arm 
and a leg to join, in fact it 
only costs £7.50 (address at 
the end of the feature). 

The P.O.A. also holds an 
annual competition called 
The Pinball Wizard'. Which 
M.E.N.S.A. members will 
probably, have deduced is a 
pinball tournament for 


P.O.A. members. It is an 
annual competition, held ev¬ 
ery October for the title of 
'Pinball Wizard' (or in more 
mundane terms world 
champion, as that is what in 
fact the holder becomes). 
This year there's also a com¬ 
petition for non-members 
with a prize of a pinball 
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• Pinball | 


machine, so get in touch 
with the P.O.A. if you fancy 
your chances as a Tommy. 

While Euge and Mike 
were busy at the arcade 
trying to actually hit the ball 
with the flippers, and Nick 
was at the studio with 
T.F.L.S. trying desperately 
to do a decent cover version 
of Reg Swight's pinball 
anthem — I thought I'd talk 
to a real-life pinball wizard: 
please welcome on these 
prestigious pages, the one 
and only, World No. 1, 
Deadly Dave Dutton (sounds 
of lots of little 16-year-old 
girls screaming and crying). 

Dave, how long have you 
been playing pinball? (v. 
boring interviewer's ques¬ 
tion). 

"About 20 years, Ferdy. 
Since I was eight. 

Who did you have to beat 
in the final to become num¬ 
ber one? 

"My girlfriend." 

Pardon (look of surprise 
on Ferdy's face, he has final¬ 
ly gone quiet. But how long 
can this last?). 

"My girlfriend." 

Did you meet her through 
pinball? 

"No. We knew each other 
before, but pinball has cer¬ 
tainly been a shared interest 
together." 

How long have you been 
world cham, Wiz? May I call 
you Wiz? (extreme grovell¬ 
ing tone of voice). 

"Since last October, 
although I did win it before 
in around '83. But in those 
days it wasn't world champ 
because it wasn't as interna¬ 
tional as it is now." 

Has all this fame and for¬ 
tune changed your life? Are 
you sponsored by Bally and 
Williams? Are you a mil¬ 
lionaire? Can I borrow your 
Rolex? 

"No, I'm not a millionaire, 
hell. I'm not even sponsored 
yet. Although I have been on 
T.V. and in the papers and 
basically I've had a lot of 
media attention." 

Have you got.any tips for 
our enthusiastic readers? 

"The best one is never 
take your eye off of the ball, 
not even to look up at the 
score, and user the flippers 
separately, don't think of 
them as one." 

Thank you Wiz. Now how 
do you fancy your chances 
this year, in particular againt 
your chairman and former 
wizard Gary Flower? 

"Well, modestly speaking, 
Ferdy, Gary's the one with 



the knowledge, I'm the one 
with the skill." 

Phew!!! Well, by now you 
must all be getting the mes¬ 
sage: this pinball game sure 
is one heck of a faberoonie 
way to blow a few hours and 
ten pees. 

So just why is it that find¬ 




i 11 i » i w 



TEN THINGS YOU NEVER REALLY WANTED TO 
KNOW ABOUT PINBALL AND NEVER 
BOTHERED TO ASK. 

O Best selling Bally/Midway Machine of all time: Eight Ball 
Pinball Deluxe. 

O ,Famous pinball fanatics: Bruce Springsteen, Abraham 
Lincoln, Elton John’s Mum, Pete Townsend. 

O Pinball machine in Ali's Cafe in EastEnders: Warlock by 
Williams. 

First pinball with flippers: Gottlieb’s Humpty Dumpty, 1947. 

O Bands with pinball machines dedicated to them: Kiss, Iron 
Maiden, Genesis. 

O Pinball games for the 64: Pinball Construction Set, Raster 
Blaster, Slam Ball. 

CU team's favourite pinball machine: Party Animal by Bally. 

Pinball machines based on coin-ops: Ms Pacman, Defender. 

^ Pinball bearing dimensions: lVi© of an inch diameter — 
have been measured at speeds in excess of 200 miles an 
hour. 

€) Best selling Williams machine of all time: High Speed. 







means that the law sees 
pintables as "games of 
chance" (which means that 
they are treated in much the 
same way as fruit machines) 
as opposed to "games of 
skill". The variety of finan¬ 
cial and other hassles that 
this provision causes tends 
to discourage arcade own¬ 
ers from keeping pintables. 

And, for another, pint¬ 
ables tend to need far more 
routine maintenance than 


ing an up-to-date, well- 
maintained pintable in this 
green and pleasant land is 
like attempting to complete 
Impossible Mission with a 
single life (i.e. well-nigh im¬ 
possible)? 

Well, for one thing, some 
rather daft legal wording 



yer average games 
machine, and most arcade 
owners simply can't be 
bothered to give these 
sensitive machines the care 
they require. 

But while such factors 
have served to push the 
noble sport of pinball out of 
the Britain's coin-op lime¬ 
light from time to time, the 
sheer physical man-against- 
machine thrill of the pint- 
able, unreproducable on 
even the most sophisticated 
computer game, means that 
pinball is always assured of 
an enormous cult following. 
And what with the current 
return to vogue of Wurlitzer 
jukeboxes, antique Cadillacs 
and James Dean moves, we 
have a sneaking suspicion 
that this most enduring of 
designer pastimes may be 
due for a revival. Remem¬ 
ber. You read it here first. . . 

Anyone interested in pin¬ 
ball who would like to find 
out a little more should 
contact: Gary Flower ; Pin¬ 
ball Owner's Association, 
" Arcadia ", 465 Cranbrook 
Road , Ilford , Essex IG2 6EW. 






















Zynapse borrows a hell of a lot from recent coin-op shoot ’em 
ups — but despite its lack of originality it certainly is a lively 
blast. Mark Patterson and the Ed got hooked as soon as it 
arrived. Now we are pleased to present our exclusive blow by 
blow — screen by screen — guide to this excellent game. 
Coded by two of Hewson’s new recruits—John Cumming and 
Dominic Robinson — we rate it as the best shoot ’em up of 
’87 — so there. 



LEVEL 


LEVEL 



At the section where the asteroids are coming 
at you it is extremely helpful to have two 
speeds — any more and the ship will move too 
fast for careful, tight moves. 







LEVEL 


First things first. Don't L 
let any alien get ^ 

further than the half-way 
mark on this screen, 'cause 
when it comes to close 
range blasting it's almost 
impossible as platforms get 
in the way. 
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End of level ship calls for a use of tactics. When 
this one flies back you fly forward, and when if 
comes forward you fly back. This should give 
you plenty of time to avoid its bullets. 


# Play to Win 


When an attack wave has been destroyed 
don't always go for the pod if you are fairly far 
away from it, as more than likely an asteroid 
will hit you at breakneck speed. 


The ships at the end of the level here are not 
too hard as you have a lot of space to move 
around in. You have the added bonus that 
they only move up and down. 




◄ The end of chapter 
guardian can only be 
described as a Walkman 
wearing duckbilled platypuss 
with its brains hanging out of 
its bum. Also if you keep your 
ship in the shown position the 
guardian can't hit you. 
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GENERAL TIPS 

The natural rule for this game and the others in its class is: if it 
moves let it eat photon death; if it doesn’t move, let it eat 
photon death anyway. On level 1 try not to move about too 
much. For the guardian on level three use the seeker missiiles 
(you know, the ones with the sights). The homing missiles are 
the best on all the levels in the first chapter. Though they are 
essential on level one. Try not to look at how many men you’ve 
got, just keep blasting — you get your extra every 10,000. 


That’s it. All 
programmers John 
Cumming (left) and Dominic 
Robinson (right) will say is 
“keep on the move and build your fire power”, 
Thanks guys — really helpful. 


MARK PATTERSON 
& THE ED. 


Play to Win 


Dodge the bubbles, shoot the rocks. If you fly 
over the rocks your almost certain to tne up 
facing a terminal hernia. 
































An outstanding collection of the best hits from the 
best software houses. Not just a good buy be¬ 
cause of its amazing value for money, but 
i also because the proceeds of all sales ^^^k 
\ are to be donated to the National 
m Society and the Royal Scottish^^^ 

\ Society for the Preventioi^^^ 
mL of Cruelty to ^^^k 

\ Children. 
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YOU HAVE THE FUNJ 
THE NSPCC/RSSPCC 
HAVETHEPROCEEDS 

BACK - Battle Against Cruelty to Kids. The 1987 software industry charity promotion in support of the NSPCC atRSSPCC 
BACKPACK - A compilation of 10 first class software games donated free by software companies. 

KIDSPLAY thanks this magazine and the following companies for the generous donation of their services: CAMEL ADVERTISING. G 6 L SERVICES, ROWLEY STUDIOS. 
FRIARSGATE STUDIOS. PRE-PRESS SERVICES. CRYSTAL DESIGN. AMPERSAND. STEEL SPLASH. PRINTING CENTRE. LYNE PRINTERS. WILLBOND ARTISTS. PAUL CANNY. D. J. ROWE and INTER MEDIATES. 
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and the 


The Home Computer Version of 
the Atari Coin-Op Masterpiece 



Pick up your trilby and trusty 
bullwhip and don the mantle of the % 
legendary Indiana Jones! Prepare 
yourself for your most dangerous 
adventure yet-to storm the evil 
Temple of Doom and rescue the 
imprisoned children and the magical 
stones of Raa! 

Beware the foes and hazards that block your 
way. The Thuggee guards will fight to the 
finish and poisonous cobra snakes will 
rise up in front of you. You will traverse 
perilous ledges, ride under-ground 
railways, and cross the bottomless 
|ery pit in pursuit of your quest! 

1 You will call on all your reserves 
I of courage strength and skill. 

Push yourself to the limit, 
ride your luck and the JM 

magical stones 

\ may just be - 

yours! I , 


© 1985 Lucasfilm Ltd and Atari Games 
Corporation. All rights reserved. 
‘Trademarks of Lucasfilm Ltd., used under 
licence. Licensed to U.S. Gold Ltd., 
L 2/3 Holford Way, Holford, Birmingham 
Ml B67AX. Telephone: 021-356 3388 


CASSETTE 


CASSETTE 
















































A TOUCH OF 






Your '64 could look 
like this for just 


Sfeta V\ 


A stylish modern 


replacement case for the CBM 
of which Your Commodore magazine said 


I ating the case is 


inrphcity itself and should 


picscni no problem to anyone wiih 
even a rudimentary knowledge of how «„, v ... »x . .v 

to hold and use a screwdriver. . .“ think of it bef 



improvement on thcold.stylcJt not only 


looks meet but does make it a lot more condor i 


able in use. My only question is, w hy didn't som<-< >n< 
think of it before ? . . . ” 




An exciting new disk drive for the Commodore 64/128, PLUS/4 & C 16 computers 


. I wish the Kxceleralor had 
come out two years ago . . 
Commodore Computing 


Features. .. 

* Extremely compatible 

* Xcellent value 

* Compact size 

* Extra reliable 

* Low noise 

* External 8/9 switch 

* Rave reviews 

* Attractive appearance^ 

* Turbos, no problem 

* One year guarantee 

* Runs cool 

* + Direct dtive motor 



.. The Kxceler ator + ;though, 
seems to cope faultlessly with 
commercial software . . 
Popular Computing weekly 


. . I'd rather buy an 
Kxcelerator Plus than a 
1541C or a 1570 or a 1571 . . 

ZZAP 64 


’% . the drive does have drama¬ 
tic improvements over the 1541 
in quality and reliability . . 

COMPUTERS Gazette 


i he Kxcelerator 
behaved admirably 
throughout. It does exactly 
what the 1541 does . . 
Commodore User 


“The Excelerator+ is an excellent product. I he fact that it 
takes up a lot less space than a Commodore drive and that it is 
almost completely compatible with the 1541 would win me over 
to it even w ithout the speed increase..Your Commodore 


. . my only complaint was 
that the label on the front of the 
drive was pul on crooked! . . 

RUN 64 


ONLY 


Special ONLY ONLY 

Introductory £-,59.35 £ 179 . 95 


Combination offer 
Bundled with 
Freeze Machine 


We guarantee that this drive is MORE compatible than the 1541C 

Don’t just take our word for it, look at what the Press say . . . 



Available from good computer stores or direct from Evesham Micros 
Prices include VAT. Delivery FREE. Evesham 


Send cheque/P.O. or ACCESS/VISA details 
Or phone with your ACCESS/VISA no. 
Same day despatch whenever possible J 
Govt., educational & PLC orders accepted 
Callers welcome, open 6 days 9.30-5.30 | 
Next day delivery £5.00 extra 


Micros 

03 Bridge Street 
E vesham 
Worcs. WR-11 4SF 
Tel: (0386) 765500 
TELEX 333294 EMICRO 















# Letters 



Weirdo hippy 

Really loved the Zodiac 
Mindwarp piece. It was, well — 
totally spaced out. As a sixteen 
year old grebo hippy I don’t find 
much in the games scene to turn 
me on these days. Ok, ok. Wizball 
was totally amazing — but what’s 
happened to Minter. I miss all 
that Llama business and Sheep in 
Space. 

Just one bummer though. Why 
all the mentions of football teams. 
I mean, it’s, like, such a violent 
game. 

Stay Cool, 

Christine Cawley 
London, 



Nipples 

The obscene picture of a 
right nipple is the last few issues 
of CU has spurred me to write this 
letter of complaint. You know 
what I’m talking about. The 
advert for “Game Over” that has 
appeared in most of the other 
software mags. 

Don’t say that the company 
didn’t approach you. Getting an 
ad in CU is the key to a successful 
promotion. You didn’t print it 
because you thought it would 
offend some of the readers. Well, 
if something as trivial as that can 
be called offensive by a reader 
then either the offended reader is 
a very immature someone who 
believes that the presence of a 
right nipple in a computer 
magazine will turn all its readers 
into mass rapists or someone 
who believes that the nipple is 
“rude” and is of great mystical 
.... mystery like the belly 
button. I support none of these 
views as I’m not a perv (honest!) 
and because seeing a nipple isn’t 
really an earth shattering event in 
my life. 

Anyway There you have it. 


Usually I’m quite an ordinary 
boring sort of a guy who likes 
nothing better then to have a tea 
party on the lawn with my 
teddies. It’s just that I haven’t 
been taking my tablets 
recently. . . 

J. Rahit 

We didn’t withdraw the Game 
Over advert. But it has to be said 
that it was pretty cheap. 

Grand cock- 
up 

It is not often that I find 
myself complaining, even if only 
to colleagues, about reviews that 
our products receive in the press. 
Freedom of opinion is crucial to a 
healthy industry, etc, etc. In fact, 
even when a Commodore User 
review started with the comment 
‘Oh no, not another duffer from 
Firebird’ (the review proved to be 
broadly favourable), I maintained 
my usual equanimity. 

But not this time. 

In your published review of 
Revs+ (CU July, page 25) your 
reviewer, one Mike Pattenden, 
has cocked things up in a major 
way. The tenor of his review is 
that, whatever else the game may 
be, it is, and always has been, 
unplayable. I would never 
disagree that Revs ms difficult (I 
was useless at it), but for Mike to 
imagine that we left a lot of the 
problems untouched when we 
produced the improved version 
suggests that he didn’t bother to 
read the instructions. I quote: 

“In the instructions Firebiard 
boast they have corrected this 
problem, but you still have to 
change up and down and throttle 
using the keyboard” —CU. 

‘ ‘Use joystick up/down to 
accelerate/brake, Up and Fire to 
change gears up, otherwise, Fire 
changes gears down. ” Revs-h 
instructions, page 4. 

“. . . this is blindingly difficult 
to steer. . .your (view) of the 
track is so restricted that you 
simply can’t tell what’s coming 
up and when to change down.” 
CU. 

When To Brake... Use 
markers for brake and gear 


points. There are three markers at 
intervals of 100 metres before 
each bend. . ,”Revs+ 
instructions, page 9. 

So, after all this, I have to call 
foul when the summary reads as 
follows: 

“. . . “it’s still frustratingly 
unplayable and all the nice 
packaging . . . can’t disguise 
that. Firebird still can’t see the 
wood from the engine 
transmission. 

The thing that really 
disappoints me is that such an 


error should have come from 
Commodore User, where there is 
usually great attention to detail, 
and a lot of pride taken in the 
publishing of an excellent 
magazine. 

Tom Watson 
Marketing Manager, 

Firebird 

I stand corrected on two points 
here. My Revs review was 
written from rather poorly 
photocopied instructions. 
Nevertheless, whilst I accept 
there are gaffs in the review, the 
basic tenet remains the same. 
Revs Plus is still an 
astoundingly difficult and 
unrewarding game to play. 
You’ve concentrated on the 
wrong things again — despite 
correcting some of the major 
drawbacks in the original. This 
view is backed up by other CU 
reviewers who have played the 
game. Basically it required a 
much greater overhaul than it 
received. 


-— 


Softspeak 
update 

I read your Softspeak piece 
with much jollity and amusement 
and so decided to do one of my 
own. Here it is, SoftSpeak 2 — 
The Sequel. 

Prices to be announced: 

The Speccy version’s two quid 
cheaper. 

Available soon: 

Don’t hold your breath. 

System 3 are doing it: 

Definitely don't hold your breath. 
It’s a Film Tie-in: 

Oh dear. 

It’s a TV tie-in: 

Oh dear, oh dear. 

Screen-shots may vary: 

They’re from the coin-op. 
Screen-shots from Arcade 
version: 

Our own graphics are woefully 
abysmal. 

We’ve got the exclusive rights: 
No-one else would touch it. 
Keyboard only: 

It’s virtually unplayable. 

Paddles only: 

It’s completely unplayable. 

It features aliens: 

It’s a shoot ’em up. 

It features elves: 

It’s an adventure. 

It’s got a 15 rating: 

It’ll sell millions despite it being 
crap. 


I wrote it with the Quill: 

I can’t use a computer. 

It’s got 68,000 screens: 

It is mind-numbingly tedious. 

It’s got Lenslok protection: 

You’ll never be able to play the 
game. 

It beats every gamer we’ve tested 
on it: 

We tested it once. 

Jeff Minter’s doing it: 

It’s a shoot ’em up. 

I’m moving on to pastures new: 
I’ve been sacked. 

Epyx are working on a secret 
project: 

It’s a sports sim. 

It’s a disk multi-load: 

Aaaaaaargh! 

It’s a tape multi-load: 
AaaaaaaaaaaaaaarghU.nl! 

It’s 99.5% Flacker proof: 

Press run-stop. 

We did a lot of preliminary 
research: 

We looked in the dictionary fora 
title. 

Software for sale: 

I am a pirate. 

ZX81 Software for sale: 

I am a pirate deluding myself. 

I am a Dragon 32 user: 

Ignore me. 

I am an Oric user: 

Laugh at me, then 
ignore me. 

I am a ZX80 user: 

Shoot me. 

Simon Kavanagh 
London E9 



Letters, Commodore User, Priory Court, 
30-32 Farringdon Lane, London ECIR3AU. 
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Sexploitation 

I agree with Miss July, 

Sara Erlington although there’s 
nothing more impressive than the 
female form (except perhaps 
Wizball I jest. . . ) I agree you 
don’t need ’em to attract readers 

— a point which I could perhaps 
make to the perpetrators of the 
naff adverts for Barbarian, 
Renegade, Game Over and even 
Defender of the Crown! 
GRAPHICS SELL GAMES you 
morons, not sex fantasies. Sure, 
they caught my eye, but I’m not 
going to buy the games . . . 
except perhaps Defender' cause 
I’ve seen the screen shots. Wise 
up, cretins. 

Last point, ‘computer violence’ 
doesn’t breed streetcrime — 
that’s a combination of many 
causes; lack of conscience mainly 

— and I don’t profess to know 
how to cure it even if I did enjoy 
Death Wish Nos. 1-373! Sprite 
bashers do all right. . don’t 
mess with ‘em! If I had Kids I’d 
give them gametime ‘cause I’d 
know at least they weren’t out 
housebreaking. I’d still keep an 
eye on them in arcades though . . 
too many dodgy geezers on the 
loose nowadays. 

Mick Clitherow. 

Plymouth 
Spot on 

Sara soap 

After reading the letter 
from Sara Erlington I totally agree 
with here. Your mag should not 
be spoilt with naked ladies, 
there’s a time and place for that 
and it’s not inside your fab mag. 
And tell Sara not to get off her 
soap box she should stay there 
and take the praise (could this be 
true love — hope so). If Sara 
wants fun she can have it. 


Do I get to have Sara 
Erlington’s address as a pen pal 
and do I get a CU (Jimmy) 
T-shirt? 

David Walker 
Doncaster. 

We asked Sara and she said 
absolutely not!’ What a 
hearth'"" 1 '"" 


Banker 

I would just like to mention 
that I’m sick of all these people 
who write in complaining about 
how you reply to letters. If these 
wimps want a whole page of dull 
interllectual rubbish why don’t 
they write to a bank? 

Fil, Staffs 

Margate 

missed! 

I thought that your 
rundown of the best arcades in 
Great Britain was very well 
researched and informative, but I 
must question why you didn’t 
visit Margate? As I live there I go 
to the arcades quite a lot, and the 
selection of coin-ops are 
excellent. I have been to most of 
the resorts that you reviewed and 


rate Margate’s arcades the best of 
the lot. I hope you will do another 
arcade resorts review and this 
time include Margate. You will 
not bedissapointed. 

P.S. The mag gets better every 
month. Keep it up lads. 

J. Boyce 
Margate, 

Kent. 


S’righton 

I feel I must write in to 
complain about a letter printed in 
your July issue entitled “Bad 
Guts”. 

I suggest that Steve should 
visit an otpician as soon as 
possible. “Why?” I hear you cry. 
Well, poor Steve has a problem 
which I have diagnosed as one of 
the following: 1. He is either 
short-sighted or, 2. He couldn’t 
give a monkey’s about anyone 
else except himself. 

Has Steve ever left his house in 
Port Elizabeth and ventured into a 
nearby township? No! Because if 
he had he would have seen the 
conditions that the majority of 
black people are forced to live in, 
(Yes, forced). Steve claims the 
black population is not as 
oppressed as they are made out 
to be. Of course they’re not 
oppressed. They are only made to 
live in seperate areas and are 
given absolutely CRAP pay 
because the South African govt, 
thinks it would be better for them 
to live in such squalor. 

He says the press and news 
coverage is exaggerated. The 
news and press give a clear and 
accurate picture of what is 
happening in South Africa, or at 
least they did until the govt. 
restricted them. The riots and 
clashes seen were not 
exaggerated at all unless it was a 
special ‘news riot performance: - 
starring-, the opressed blacks and 
the brutal and tactless police 
force. He says it is bad news that 
sells and not good. Well, to me, 
South Africa is bad news and I 


think I speak for many people 
when I say it would be a nice 
change, and most people would 
prefer it, if some good news came 
out of South Africa, although I 
personally can’t see much hope 
of this in the near future (unless 
someone drops a bomb on the 
govt, buildings.) 

The people who know the true 
facts about South Africa will not 
be sitting back and laughing, 
anything but. I suspect you 
Steve, and people like you, will be 
though. I realise that Steve can’t 
be held responsible for the 
pathetic excuse of a 
government’s actions, but the 
views demonstrated in your letter 
and previous letters like it make 
me wonder when the majority of 
the white population of S.A. is 
finally going to wake up to what is 
happening there. 

Congrats: to Sara Erlington from 
Doncaster. Tut-Tut. Gary 
Scott. Well done C.U. for a great 
mag. In reply to Ernest. E. 

Quinch, “S-right!" 

Neil White, 

Edinburgh 

All good points, like, well made. 
Maybe the ANC could use a 
thermo nucleur bazooka in their 
armoury? 


Bored with 
politics 

I refer to a series of leters I 
have been reading about racism 
in South Africa. Please, Please, 
stop arguing over peoples rights 
indifferent parts of the world. I 
buy this magazine to read about 
computer games and what’s 
happening in the computer 
industry, and I really enjoy 
reading it. But when you start 
arguing over blacks and whites I 
think many readers would agree 
ITS GONE TOO FAR. 

Apart from that the magazine is 
great stuff to read. 

Andrew Poole. 
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Eyemouth, Scotland 

Do you want us to stop what is a 
healthy debate and drone on 
about interfaces instead? We 
don’t write the letters (honest!) 
you do. 

Superior 

Who pays Ken McMahon’s 
wages, Tynesoft or Commodore 
User? 

On his recommendation my 
sons went out and bought 
Tynesoft’s Battlestar at £7-95 of 
hard saved pocket money. 

My 13-year olds reply to what 
he thought of it is not printable 
even in your mag’. The ten year 
old wanted to know if he could get 
his money back “Rubbish” is 
what he called it. Games they 
have payed £1-99 for, are far 
superior entertainment. 

MrsL.A. Winsor 
Ken’s reply when he saw this 
was unprintable! The idea of Ken 
and Tynesoft being in cahoots is 
laughable. Did you know the 
Geordie software house put out a 
contract on him for his 
unfavourable reviews! 

Shortest 
letter 

Shortest? 

J R Brown 
Leicester 

Nope! 

Nice Try D. Machin, 
Rotherham 
Alan Russel 
Hartlepool 


Shorter Dave 
Naz, 

Manchester 

Better, but you could all be more 
brief next time? 

Hi-Bye! Done it!!! 

Sam Barber 
Dingwall Scotland 

Oh, no you haven’t. 


Gordon Houghton, 

Blackburn 

Succinctness itself, well done! 
This correspondence is now 
closed. 


ACME 

answer 

W Eugene Lacey, when 
reviewing the game ‘ Roadrunner 1 
said “ ... the first person to 
write in and tell me what ACME 
stands for can have my review 
copy . . .’Well here it is Eugene, 
ACME does not stand for 
anything, but as a matter of fact it 
is actually a word meaning the 
pinicle of perfection, the best. So 
Eugene if I’m the first to write in 
and tell you this, can I have the 64 
tape version please! 

AlanHudsmith 
Billingham, Cleveland 
No. 

In the review of Road 
Runner you asked what ACME 
meant and the first person to 
explain what it means gets the 
review copy of Road Runner. Well 
I know what it means. ACME 
means ‘best quality’ e.g. ACME 
bird seed would mean best quality 
bird seed. So there you go! 

Cellophane bags of Brussels sprouts — 
^^9 dozen bags per hour sealed with 
^time-saving Acme-Champion Bag Stitcher. 


Whittled 

out 

Whilst looking through 
your mag (the July one), I came 
across this map of all the arcades 
in England and Scotland, well 
almost all of them, because you 
didn’t include one of Britain’s 
best arcades next to Brighton, 
Blackpool and Great Yarmouth. 

The one I am talking about is 
Whitley Bay, why you missed it 
out I don’t know but I’ll tell you 
now it has just as many arcades 
as all the others. 

Here is a list of some of the 
games we have: De Luxe Out 
Run, De Luxe Le Mans, Hang On, 
Super Hang On, both Gauntlets, 
Bubble Bobble, Combat School, 
Rolling Thunder, Kick ’n’ Run, 
World Cup, Roadblasters, Rastan 
Sage, 1943 and Gryor, Double 
Dragon and Soloman’s Key. The 
two arcades I recommend is Dun¬ 
can’s and Fun City. 

Daniel Broddle 
Whitley Bay 

There you go, folks. Next time 
you’re Whitley Bay way. . . 



I claim your review copy of 
Roadrunner. ACME stands for a 
company (or corporation) making 
everything. 

If you want proof of this just 
watch one of the first Roadrunner 
cartoons where it is displayed on 
the side of a crate! 

Lee Cliff 
Clowne, 

Looks like you get the game! 



Acme-Morrison Silver stitcher serves 87 
per cent in packaging materials cost 
for metals firm. 

Mad Max 


^P Some reviews of games in 
brill CU are sometimes sad, be¬ 
cause how could that stupid zom¬ 
bie called Mark Patterson give 
excellent Mad Max an overall 
rating of 4!!! 

This arcade conversion from 
Ocean is the best game I’ve 
played in a long time, because 
this one is fun! I’ve had my C64 
for four years now so I ain’t a 
newcomer from a pocket calcula¬ 
tor like Spectrum or something 
like that. And I don’t need glasses 
either!! 

The music is superb, of 
course, it’s by the master of 
music Martin G. The gameplay is 


wonderful and as fun as reading a 
new issue of CU!! The graphics 
aren’t the best on earth but still all 
right. The FX are better than any 
other game!! Just how could he 
call this super game “a down¬ 
grade of Raid Over Moscow’ ’, 
a game just can’t be better!! 
ErikNyslin 
Jonkoping 
Sweden 

You must be easily pleased if all 
you want out of a conversion is 
something the quality of Mad 
Max. It is very average. 

Grumpy title 

I read Bill Scolding’s 
Deceptor review. I’m not really 
sure if you can call it a review. All 
the way through it he didn’t stop 
complaining about loading the 
game, Americans liking 
everything to be big, and 
Transformer toys, not to mention 
the game itself. He didn’t even 
really play the game. 

The way that he was talking it 
sounded as if for the last four 
nights running his wife had said, 
“Not tonight, dear, I’ve got a 
headache.” Also, I though that 
the overall mark was taking the 
p**s a bit! What really winds me 
up is that this bloke is being paid 
to turf out rubbish like this. Could 
you please give this letter a 
grumpy title. 

Lawrence Rugg 
London, E9 

Americans do like things big. 
Especially their mistakes. 

Sexy paper 

I am from another galaxy 
whose soul purpose is to have 
sex with other forms of life. To 
fulfil my need I have the power to 
change into different shapes and 
sizes, and so far, I am the piece 
of paper that you are now 
holding, I am already making 
sexual contact with your 
fingertips, I know that you are 
enjoying yourself because of the 
smile on your face. After you have 
had enough, please pass me on 
so that other may fulfil this need 
and spread the love throughout 
the Universe. 

Joseph Fletcher 
Harrogate 
Oo-er! Consider 
this group sex 
then! 





Letters, Commodore User, Priory Court, 
30-32 Farringdon Lane, London ECIR3AU. 
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Poole info 


I have just read your July 
issue and very much enjoyed 
reading the section on arcades. I 
live on the south coast near 
Bournemouth and Poole and I 
was surprised that you had not 
visited the arcade on Poole Quay 
called Quay Amusements. Here 
they have many up-to-date 
machines including two Out Run 
machines, two Hang On and En¬ 
dure Racer machines and many 
others including Super Sprint, 
Nemesis, Rampage, Gauntlet and 
the game that Mike Pattenden has 
never seen anywhere else, Tokio. 
Maybe you had not time to visit 
this particular arcade or had you 
no idea it was there. 

Kieron White 

Wimbourne 

Dorset 

It was Nick Kelly who had never 
seen Tokio anywhere else. But 
thanks for telling us about 
Poole. We can’t go everywhere! 


Footie 


finished this letter. 

Meanwhile the matter is in the 
hands of my solicitors. 

Randy Claypluke 
Herts 



Having read your August 
mag, I would like to say that I 
agree with S. Harris, that us 
public need another decent 
football game. 

I however disagree with the 
statement about West Ham, 
because they will do the double 
this year. 

A West Ham Fan 
(one of millions). 

More on the way — see us next 
month. 

Claypluke 

protests 

I must complain about the 
scurrilous slagging I received in 
Hotshots last month. I do not 
think it is fair of you to pick on 
me. Just because I like 
compacting sprites doesn’t mean 
I am completely boring. What 
harm does it do if I write a few 
scrolling routines to unwind after 
a hard day’s programming. 

Furthermore the suggestion 
that I am behind with my game is 
completely unfounded since I am 
about to start it as soon as I’ve 


^P This letter is for all those 
fish heads that continue to buy 
rubbish games that have been 
previewed and warned about. 

Stop for minnow and take 
notice of C.U. These rubbish 
games are not worth a squid. The 
music is so crab it will give you a 
haddok and will probably make 
you hard of herring. Don’t be 
shellfish , don’t be crabby. Save 
your sole and listen to C.U. 
because I’ve halibut as much as I 
can take of fish heads 
complaining or wasting their 
money. 

G. C. Brooks 
Norton Canes 

Cod you please make sure this 
kind of letter never happens 
again. 

Personality 

Congratulations CU on 
getting personalities to play 
games in the mag; it’s an 
excellent way of finding 
something about them and about 
arcade games. 

It was a pity you wasted time 
on Mark Kelly (any relation?) 
because Marillion are crap, but 
the Zodiac Renegade piece was 
really funny. What a sicko game! 
What a sicko guy! 

I look forward to the next 
famous person you interview. 
How about doing Bono or even 
Madonna? That would be ace! 
Ben 

Cobham 

Surrey 

Thanks. Nick Kelly is definitely 
no relation to Marillion’s 


keyboard player. We’d love to 
interview Bono and the thought 
of getting Madonna to play Out 
Run just has the Ed drooling into 
his in tray. 

Conversion 

So Ocean reckon that we 
have to put up woth crappy five 
(plus) year old games if we want 
the latest coin-ops. OK I don’t 
mind that as long as they take 
some trouble over them. 

I take as my example their effort 
at Mario Bros, a dated game, but 
still a great one with loads of 
levels and brilliant touches. An 
addictive game is an addictive 
game — unless Ocean get hold of 
it. Their 64 conversion bore no 
resemblance to it at all. My 
mate’s got a Nintendo (one of the 
first—rich $@*%!) and the 
version of Mario Bros is great. 
Now don’t tell me that all the 
graphics and levels couldn’t be 
done on a 64, cos it’s primitive 
for an arcade game really. 

Come on Ocean if you have to 
give us these games fine, but 
don’t just chuck them out in any 
old state, that’s just taking the 
mickey out of us the public. 

Geoff Saunders 
Hull 

N Humberside 

We couldn’t agree with you 
more. We’ve no complaints 
about Ocean converting old 
games if they make a good job of 
them. Sadly Mario Bros isn’t the 
only one — Mag Max ms pretty 
naff too — there again Slap 
Fightms good. It seems you 
still pays yer money.. . . 

Amiga coin¬ 
op drought 

Dear CU — I have been 
most pleased with the recent 
increase of Amiga game reviews 
in CU as I was thinking of getting 
one at Christmas. What worries 
me though is the lack of good 
coin-op versions coming out for 
it. OK, there have been some brill 
original releases that I have read 


about like Defender of the Crown, 
The Pawn, and Barbarian— but 
where are the likes of Gauntlet, 
Paper Boy, Road Runner and all 
the other coin-op converts that 64 
owners take for granted. 

I have my heart set on getting 
the Amiga because I think it is a 
marvellous machine and I do 
believe that eventually Amiga 
games will wipe the floor with the 
ST and all the Japanese game 
machine dross that are getting 
hyped by the likes of Zzap and 
C&VG right now. So I am not 
going to change my mind about 
getting an Amiga — its just that it 
does get up my nose to see 
companies churning out 
conversions of brilliant coin-op 
games for piddling little machines 
like the Speccy when they could 
be working on near perfect 
conversions for the Amiga. 

Anyway, enough moans. I just 
love CU and keep up the Amiga 
reviews. 

George ‘Slammer’ Green 

Slough 

Bucks 

More Amiga reviews than ever 
next month we hope, but we’re 
itching to play some good coin¬ 
ops too! 

Boring 

Just who does Mike 
Pattenden think he is, Ken 
Livingstone or something? Why 
does everybody else in CU never 
write his name without putting 
some stupid comment in inverted 
commas between the “Mike” and 
the “Pattenden”? 

My guess is that Mike “My 
name looks pretty silly with all 
these nonsensical words in the 
middle” Pattenden is in fact a 
frustrated politician, or perhaps, 
a frustrated footballer. Whatever 
the problem is, he obviously only 
gets pleasure from lecturing other 
people on his own looney beliefs. 
Come on, CU, most of us readers 
would far sooner have some Cl 6 
game reviews, wouldn’t we? 

How about some technical 
features, for instance a 
comparative article on different 
joysticks on the market? Now that 
would be a lot more interesting 
than all this boring politics. 

E. Witter 
Poole. 

Mike was unavailable for 
comment at the 
time of going to 
press —he was in 
a meeting with 
Reagan and 
Gorbachev. 



Letters, Commodore User, Priory Court, 
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Why is he thre¬ 
atening CU read¬ 
ers with his sword? 

Reliable sources ^ 

confirm that he is V 
none than Bruce Dick- 
inson — famed lead w 
singer with iron mM 
Maiden. Next month CU 
talks to Bruce about life, 
rock music, fencing, and 
Rastan Saga. « 

Compos galore plus re- 
views of Ace 2, Thundercats, wrj 
and many more. STOP PRESS. 
Urgent message from the Ed — v 
we will also be releasing details w 
of our Autumn promotions — with ’ 
four cover gifts from Nov to Feb. 
Don’t miss next month’s issue to find 
out what they are. And don’t miss our 
stand at the PCW show. Meet the 
team, play our free coin ops and 
watch out for some special attrac¬ 
tions. See you there! 
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► Ultra compatible 
•Very quiet 
•External 8/9 switch 
•Direct drive motor 

• Handles disk turbos 

• Doesn’t overheat 
•Compact size 
•Super reliable 

• Y ear guarantee 


I 

I 

l 
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FOR COMMODORE 
COMPUTERS 


|^Great value 


Don’t buy a 1541C when you 
can buy this compact, reliable 
& modern drive for less money! 

GUARANTEED 

MORE compatible than 1541C 

SEE RAVE REVIEWS 
IN ALL THE MAGS 

One reviewer said, "the only thing I 
could find wrong with it was that the 
sticker was on crooked". 




j price now //vcl^pes dolphin copy | 



The established standard-parallel operating system for the 64/128 and 1541 disk drive. Now in use 
with most of the top software houses inducing Gremlin, Software Projects, Thalamus, CRL, 
Alligata, Superior etc. etc. as well as many of the top independant software programmers 
The speed and efficiency is incredible, who would believe that the humble old 1541 could load 202 
blocks in less than 5 secs. It is compatible with the majority of commercial software and can be 
switched out when necessary. One of the real pleasures of using this system is to use it with the 
likes of Easyscript & Superbase to speed up both the normal loading and the sequential files 
It is important to point out that this is achieved using standard CBM disk format and not a special 
system, therefore you can still_use your existing disks. 

INSTALLATION 

Fitting involves fitting two sub assembly boards, one in the 
64/128 and one in the 1541. Normally these just plug in but 
some ’64s need a small amount of soldering. 


EXTRAS AVAILABLE 

User port expansion card.£ 14.95 

Kernal for '128 in '128 mode.£ 9.95 

Second drive assembly.£ 44.95 

Dolphin Copy (selection of copiers includes very powerful 
nibbler, extra fast unprotected and selective file).£7.95 




I&cted/ 
'P roducts, 

H 

DISK NOTCHER. Double your 
disk capacity, allows you to 
easily & accurately cut a 
second write protect notch. £ 4.95 

POWER PACK. Replacement 

power pack to suit 64/128.£ 24.95 

AZIMATE 3000. Check and 
adjust CBM cassette head alig¬ 
nment. Easy to use. £6.95 

MOTHERBOARD. 4 slot with 
either all upright or with one 
straight thro’ for modem use, 
please state type when 

ordering. £ 28.00 

XETEC SUPERGRAPHIX. 

The best centronics i/face for 
64/128. 8K buffer downloadable „ 
fonts etc. very good.£ 69.95 

DATA RECORDER CBM 

compatible type. Same 
Performance etc. as C2N/1531 

iut cheaper and with pause.£ 24.95 

1541C DISK DRIVE. We will 
sell you one but why not buy an 
Excelerator, less money ancL __ 
many advantages. £189.95 

We have a good stock of 
Commodore related equipment. If 
you don’t see what you want 
please give us a call 


AMIGA 500 

In StOCk (voucher price). £469.00 

(price includes 5 disks full of demos etc) 

Philips CM8833 (STEREO) 
Monitor to suit A500....L279.00 

(Price includes cable to suit ) 

Buy both together for.£738.00 



25 bulk packed DS/DD disks. 

With sleeves, w/p tabs and 
labels. Good quality & fully 

guaranteed. £13.95 

25 disks ♦ box. Disks as 
above plus 50 capacity locking 

storage box. .. £22.95 

25 disks ♦ box. As previous 
offer but with 100 capacity lock¬ 
ing box. A very popular offer.£ 24.95 

50 capacity box. High quality 
lockable disK storage. Smoked 

perspex top.£ 10.95 

100 capacity box. Larger 
capacity version of above.£ 13.95 


In Australia contact: Micro Accessories of 3.A., Unit 8, Hewittson Rd, Elizabeth West, S. Autralia 5113. Tel: (08) 287-0191 































































FOR SPEED, POWER 
AND EASE Of USA 


FREEZE MACHINE 


UJLXUtt 


Now with.. 
"Single part 
save” 

Includes.. 

"Freeze 
Frame MkV 
JLLazer II" 


•Freeze... 

Totally unstoppable Freeze 
facility from the originators. 

•Fast Save... 

Saves in as little as 15 sec¬ 
onds. Nothing else can 
match this 

•Multiple Save... 

Make as many saves as you 
want once frozen, in 
different styles if you wish. 

•Ultra Compact... 

The most efficient com¬ 
pacted Our tests indicate 
this, as many as 5-6 games 
per disk. 

•Game Killer... 

Incorporates an effective 
routine to disable collision 
detection. 

•Independant... 

Even produces stand alone 
Lazer files that reload in as 
little as 10 seconds. 

•Ease of use... 

Always a strong feature, 
now even more enhanced. 


•Multi-Load... 

Standard cartridge handles 
many games of this type. 
With the utility disk even 
more! 

•Fast Format... 

Formats your disks in about 
12 seconds. 

•File Copier... 

Built in fast copier handles 
files up to 248 blocks long 
and is really easy to use. 

•Two Fastloads... 

A normal disk turbo at 5-7 
times normal PLUS the 
astonishing Lazer at 20 + 
times normal...BUILT IN. 

•Selectaload... 

Just use cursors to scroll to 
the program you want and 
press a function key. 

•Reset... 

Built in, so you can enter 
pokes for more lives etc. 

•Tape Turbo... 

For quick save/reload on 
tape. 


CHILLS THE REST! 


"...far outstrips 
the opposition on 
both price and 
performance ..." 

Commodore Review 

"...the most 
exciting and 
lightning fast I 
have ever used..." 

Commodore Computing International 


Freeze IWIachain&'P 

This is the latest and most effective backup cartridge from Evesham Micros, the originators. It’s speed of 
operation is the staggering feature. Imagine being able to SAVE & reLOAD your favourite games in as little as 10 
seconds and no more than 18. No other 'device" can remotely match these figures...remember these facilities are 
built in Buy the 'Freeze Machine" and see it perform, if you don’t agree that it is the most formidable cartridqe 
available return it within your statutory 28 days for full refund, we are that confident. 



ONLY 

£28^95 


UPGRADES 

Mkl, II, III, IIIB....£ 19,95 

MKIV.£ 7.95 

Lazer.£ 2.00 





Freeze Machine Utilitv Disk V3.0 


Latest version of the disk that complements the use of the Freeze 
Machine. Includes well over 30 routines. Allows the complete transfer 
to disk of many programs that load extra parts as the game prog¬ 
resses (the ones the standard cartridge cannot handle). Includes many 
of the latest popular titles like Last Ninja & Gunship plus many 
'standards" like World Games & Supercycle. Avery useful add-on to 

your Freeze Machine. - 

Upgrades: £2.00 


ONLY £7.95 


Our highly popular fas* load and save plus utility cartridge 
has received many favourable reviews 

* FAST LOAD (S to 7 times Improvement) 

* fast SAVE (5 to 7 times Improvement) 

* FAST FILE COPY (up to 248 blocks) 

* RESET BUTTON (unstoppable) 

* CENTRONICS PRINTER 
driver 

* fast FORMAT (20 seconds) 

* FAST BACKUP (4 minutes) 

* EASY DOS COMMANDS 

* HELPS MENU 

* USES NO MEMORY 

* '128 COMPATIBLE ( 44 mode) 

/ 1541 Quiet Stops 


Cure for ever the dreaded 1541 drive head "hammering” 


* Easy toflt 

* Detailed Instructions 

* One kit does two drives 

* Helps prevent misalignment 

Not suitable for turn lever type drives 



Disc Disector V5.0, 


The fifth version of the country s leading disc backup/ 
utility program This latest version includes many 
"PARAMETERS" to handle the latest highly protected 
discs This includes the latest American and English 
software. Be warned if you want to back up software by 
Ocean Gremlin. Hewson. Domark. and even US, Gold 
whose protection schemes are NOT always the same as 
the American versions, then you MUST have "D.D.". At 
press date we are sure NO other advertised pro¬ 
duct will handle all these, be It American or 
German. 

INCLUDES THE FOLLOWING 

* EVESHAM 3 MINUTE NIBBLER 

* EVESHAM 8 MINUTE NIBBLER 

* MANY PARAMETERS (The vital code for the 
protection schemes) 



Many thousands of this popular product have been sold 
and sales continue to flourish. Why? We think because it 
is the best product of it s type. Consisting of hardware and 
software it uses a unique method controlled by the 
software that allows you to produce perfect backups of 
your tape software. 


It is very easy to use and 
very successful. 

Our tests have proved that 
Doubler can achieve 100% 
success 


L 



DUAL DRIVE NIBBLER 
MENU MAKER 
(with salact facility! 
f DISC ORDERLY 
r PAST FORMAT 


FAST FILE COPY 
UNSCRATCH 
DISC RESCUE 
DISCMON+ 
ETC.. ETC., ETC. 


1541 Physical Exam 



Upgrade fee; £7.95 
.Most routines CBM 128 8 
& 1570/71 compatible f 
^Perfect operation with 
Excelerator+ 1 


ONLY 

£24.95 


Have you got. . . 

Alignment problems 

If so, you need this package Contains digital alignment 
disc and drive fault diagnosis software that allows you to 
check m 


r head alignment 

* CHICKS RADIAL AUGNMKNT 

* CHECKS SPEED 

# CHICKS BILT AND CLAMPING 

♦ THOROUGH INSTRUCTIONS 

♦includes ouirr stops 



Evesham 


meres 


Mow t< 

Send cheque/P O or Access/Visa details * 

By phone with Access/Visa no. 

Government, educational & PLC orders welcome 
Same day despatch whenever possible 
All offers subject to availability E &O.E 
Callers welcome, open 6 days 9 30-5 30 
Next day delivery on any item £5 00 


Evesham Micros 

63 Bridge Street 
E vesham 
Wores. WR11 4SF 

TEL: (0386) 41989 \ 

IELEX: 333294 E MICRO 


I LLL A. I IV llV^r 

Also at; 1756 Pershore Rd., Cotteridge, Birmingham B30 3BH Tel; 021 458 4564 


(ED 
























































































KNIGHT 
ORC 


lentless determination. 

The new commands that 
make this game so simpe to 
play, are GO TO, and FIND. 
Type “GO TO CASTLE”, and 
wherever you are, you will 
be taken there, or as near as 
possible if there is something 
obstructing the route. If the 
drawbridge is up, for exam¬ 
ple, then you will be halted 
by it, and forced to solve the 
problem if you want to cross 
it. 

As you are taken on your 
journey, each location will be 
described on the screen as 
you pass through it. But so 
also, will any events occuring 
there. Thus, if you are 


C.U. 
Screen 
.Star■ 


GrA 

Rainbird/Level 9 
Amiga Disk £19.95 
Commodore 64 
Cassette or Disk 
£14.95 


K hight Ore is very diffe¬ 
rent from anything 
you’ve seen before 
from Level 9. Their adven¬ 
ture system has been up¬ 
graded before, but this time 
it’s been upgraded beyond 
recognition. So too have their 
graphics. Gone are the 
rather rudimentary and 
meaningless ‘representa¬ 
tions’ replaced by ‘digitised’ 
pictures. Amiga owners get 
the best of the deal here, for 
there is more colour per pic- 


c.u. 

Screen 
.Star' 


reacting to events and hitting 
a key. If you do, you will be 
offered the option of stop¬ 
ping or continuing. After 
stopping, a quick ‘OOPS’ will 
take you back a move or 
three, and from there you 
can proceed with more cau¬ 
tion. 

Similar to the command 
GO TO, is RUN TO, and in 
this case, the messages you 



gas 


m have been tied and hang helplessly below it, 

W 2 w tors are dressed in a variety of styles, fron long $iite Jhes to the 
'§11 of a knisht, counting another horse nearby, He catches vour glanc 

bid owls his upper Tip in disdain, You son t stand a chance, little nas, h 
;4s Sfittios conte»*tuousiy, "I can't think uhy the ores cho?e you as their 
lowering his visor, he rides out into the full sunlight. 

n* of the robed figures hauls you back .upright, jeering “Go on, Sir Ok, 
tfs'r# next* and gives your horse a prod witfThis spear, laughing as the 
Irijhteoed beast rears and bolts. 

feat exanine the knight 


Oil painting — like graphics. 


ture on that machine than the 
others — including the Atari ! 
ST. 

But it is the mode of play 
| that has changed most dra¬ 
matically. No longer do you 
have to make a map, and 
slavishly follow it move by 
move to return to a place you 
have visited earlier. No lon¬ 
ger do you have to remem- 
| ber where you dropped an 
object that you may need 
later. All that is required is 
that you know which object 
you need, or which location 
you want to reach. 

If that makes playing 
| Knight Ore sound dead sim¬ 
ple, then forget it! To offset 
the ease of operation, the 
| adventure is endowed with 
more than its fair share of 
independent characters, with 
minds of their own, who get 
in your way, grabbing the 
very item you are looking 
for, and attack you with re¬ 


waylaid en-route, and fail to 
respond, the chances are 
you could lose all your pos¬ 
sessions or even be attacked 
and killed, before getting 
there. Although the game is 
not played in real time, once 
you press RETURN after a 
GO TO, the independence of 
the other characters in the 
game, make it feel very 
much like real time. 

But time can be frozen by 


will get will be the events, 
without any of the location 
details to clog the screen. 

If you need an object, say a 
SPEAR, and you are not hold¬ 
ing it, then even if you do not 
know where it is, or which 
character is carrying it, FIND 
SPEAR will take you, as in 
GO TO, to wherever to the 
spear happens to be, even if 
someone else is carrying it. 
More than that — you can 


A more intelligent kind of adventure. 
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K ktiX franl 1 inOOKFH, his lance Meets your 

littsarisbreaking your bonds. T&e crowd roar as you fail, stunned, to the 

ard frtind * <•> 

m !!« Uter, you mke. Bruised ond Uttered, but you just tie still 4i*e 
itftrit it set* to be night, but you gradually realise that you are tolled. 

a w* ®iie of garbage, with the other rubbish thrown away after 
ik. toyroaMes? £xits lead downwards and outside. You can see a putty knife 
i hooded si oak. 

la? take all and wear the cloak 






































• Adventure 



* g® *st art on a jousting field, 

i go north and are on a disnal fairground in a rowan coppice. 1« the 
"ffpsfe IS 4 cas * *’ E*** 5 in ail directions and inside. You can set a 

i? non? get it 
i take tne halyard, 
it now? go to castle 

i go northwest and are in a juniper thicket. 

i go narthwest and are outside an ugly castle in a hernbeaw tangle. Exits 

a l lPf i! i0 P s X ou C4ft a golden ruler and a 

Moridfe, ihe drawbridge is closed, 
it now’ knock on the drawbridge 


The stony edifice of Ore Castle. 



C.U. 
Screen 
Star * 
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by Keith 
Campbell 


command characters to do 
things for you. DENZYL, 
FIND SPEAR, GET SPEAR, 
FIND ME, GIVE SPEAR TO 
ME, will save you all the time 
and trouble of doing it your¬ 
self, and so you can set off on 
some other task, content in 
the knowledge that Denzyl 


Knight Ore — the only game with 'Oops' appeal. I 
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re^m talking to yota»self again? 

Sj ** >• » Exits !»«1 ii all S*cti« 

!* nari!les faietlg! 
deaiyl,follow ne 

rtiyl says, Til get onto it at once.* 
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m * little way south of a tower, separated fron it by a thorn hedge 
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nnifl enters fron the south. 
dmyl,di«b ewer the hedge 


the bridge, they demolish it, 
cutting off the dreaded 
female task force. 

Your objective is to return 
to the Tower, and to do that, 
you must make a piece of 
rope long enough to span the 
chasm. Thus you are not col¬ 
lecting gold, but are on the 
lookout for anything long and 
flexible, like a hawser, a belt, 
or perhaps a simple piece of 
cord. 

Some of the problems are 
relatively simple —others 
are not quite so straightfor¬ 
ward. 

You must keep all the 
other characters out of youi 



very useful for play during a 
single session without having 
to resort to changing disks or 
finding a blank tape. 

‘The Sign Of The Ore’ is 
the novella that takes up 


will eventually catch up with 
you and present you with the 
spear. 

Of course, it doesn’t al¬ 
ways work out as easy as 
that. Ask Denzyl to fetch you 
some gold, and the chances 
are he will be set uopn by 
Odin, Boadicea, or one of the 
other baddies in the game. If 
he is not killed, he will even¬ 
tually return, but will prob¬ 
ably be empty handed when 
he does so. 

That, broadly, is how it 
works, and to help you get 
used to this completely new 
way of playing an adventure, 
Part 1 of Knight Ore is de¬ 
signed to give you some 
practice. You are Grindle- 
guts, a cowardly ore aban¬ 
doned by his fellows and left 
tied to a horse, to fight in a 
joust on their behalf, whilst 
they make good their get¬ 
away. Reaching the bridge 
across the chasm that leads 
to Ore Tower, they see the 
Ore’s Head Tavern Ladies 
Bowling Team after their 
blood, and not far behind at 
that. As soon as they are over 
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A new departure for Level 9. 


hair whilst you get on with 
the rope job. They wander 
about all over the place — 
indeed, one wonders if they 
have a master plan going on 
in the background. They 
seem to have a great deter¬ 
mination to recover any pos¬ 
session which you might 
have ‘borrowed’ from them. 

Part 1 must be completed 
before you can enter either 
of the other parts. Instead of 
only being able to command 
one character, Denzyl, as in 
the first part, more of them 
are now at your disposal. 
Their characteristics are de¬ 
signed to complement your 
own, and it will be necessary 
to recruit a few to successful¬ 
ly complete the adventure. 

Some of your old friends 
come through from the first 
part, but something quite 
strange happens both to 
them, and to your whole 
world, when you remove 
your newly acquired plastic 
visor ... 

As well as an advanced 
parser, Knight Ore sports an 
OOPS command which takes 
you back a number of moves 
if you make an error of 
judgement. There is also a 
RAMSAVE and RAMLOAD, 


much of the instruction 
manual. It gets you in the right 
frame of mind to take the 
part of an Ore — greedy, 
cowardly, and disgusting. 

As for the new fangled 
character interaction it is 
very cleverly implemented. 

Level 9 are to be com¬ 
plimented on a system 
which effectively bridges the 
gap between disk and tape 
technology. They are looking 
to the future, without drop¬ 
ping their loyal tape fans. 


Ratings (out of 10): 
Graphics — 8 
Playability—9 
Puzzleability — 8 
Overall —9 
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GRAPHICS: 
PLAYABILITY: 
PUZZLE ABILITY: 
OVERALL: 




Graphics are nearly as good as the big 
machine — but oh what a chore. 


GUILD OF THIEVES 


64/128 

Rainbird 

Prirp" 

£19.95/disk 


Rainbird’s release of Magnetic 
Scrolls’ Guild of Thieves for the 
Commodore 64, followed, as pre¬ 
dicted, closely behind the Amiga 
version, making an essentially 16-bit 

Superb 64 
graphics. 


Inside the Entrance Hall — a familiar 'swap 
disk' instruction below. 


adventure available for the world’s 
most popular 8-bit machine. Re¬ 
viewed in the Valley back in May, 
with comments on the 64 graphics, it 
is worth having a look at how the 
game actually performs in 64 format. 

With the usual high quality Rain- 
bird packaging, a copy of ‘What 
Burglar’ magazine, a Contract of Ser¬ 
vice certificate for the Kerovnia Guild 
of Removal Operatives, and a couple 
of other goodies are included along 
with the adventure itself, which com¬ 
es on two disks. 

The response time is, naturally, a 
lot longer than on the bigger 
machines. Typically, you’ll have to 
wait about 20 seconds after pressing 
RETURN, before you can start typing 
again. When I was carrying three 
items, DROP ALL took 20 seconds, 
whilst GET ALL for the same three 
items, took 12 seconds with the 
graphics switched off, and 18 
seconds with them on. Strange, I 
thought, for a non-graphical com¬ 
mand — but no doubt the program 
was carrying out all sorts of subtle 
checks during that extra six seconds! 
This time delay makes playing an 
otherwise superb game a bit of a 
drudge for the impatient. 

Moving into a ‘graphic’ location for 
the first time (there are 29 of them) 
with graphics on, often calls for the 
second disk to be inserted to read in 
the picture, before play continues 
back on the first disk. There is a GO 
TO (location) command, which, 
assuming no obstacles are barring 


your way, will take you to wherever 
you want. I did not report on this in 
May, since aslthough I knew it was to 
be implemented, it was not built into 
my pre-production version. When 
using this on the 64 with graphics ON, 
every new graphic location passed 
through calls foir its picture, and a 
number of disk swaps are likely to be 
involved — even for the occasional 
cameo. Thankfully, by pressing ‘N 1 at 
the prompt, instead of any other key, 
causes the picture to be bypassed, 
and the disk-swap avoided. 

Cameos are implemented as in the 
64 Pawn. Small mini-representations 
of the full picture slide in at the top 
right hand comer of the screen, on 
second and subsequent entries to a 
graphics location, when graphics are 
set to VERBOSE. These tend to be 
marginally less effective than those 
on Pawn, lacking in colour, and look¬ 
ing rather ‘blobbish’. 

But the full graphics are superb, 
and better than any other adventure 
graphics I have ever seen on the 64! 
Two were printed in the original 
review without mention — did you 
notice them? Bet you didn’t! 

But the parser does show some 
signs of weakness, and this is much 
more noticeable on the 64 than the 
Amiga, because of the time penalty if 
things go wrong. On opening the 
cupboard, and looking in it, a jam jar 
and some rat poison is revealed. GET 
ALL produces THERE DOESNT 
SEEM TO BE ANYTHING THERE. OK 
— so they are inside something, but 
that doesn’t mean they can’t be seen. 
Two GETs are therefore required, 
instead of one. 

At £19.95, the 64 version of this 
large disk adventure, is a whole £5.04 
cheaper than a certain other brand of 
epic adventures — and it has pictures 
too! Still — I can’t award it a Screen 
Star — and that certain other brand 
(could he mean Infocom? — Ed) did 
get a CU Super Star award for their 
Planetfall game — even if it was a bit 
dearer. If you own an Amiga buy 
Guild, no question. If not, check it 
yourself first. The disk swapping 
business is bit of a pain. 










































TO ADVERTISE IN SELL-OUT CALL SIAN JONES ON 01 251 6222 



SPECTRUM 16/48/+ 128K AND COMMODORE 64/128K SOFTWARE LIBRARY 
BORED WITH PLAYING THE SAME OLD GAMES? JUST LOOK AT 
_ WHAT MEMBERSHIP TO SOFTLINK (N.l.) WILL OFFER YOU. _ 

* FIRST FREE HIRE SOFTLINK (N.I.), 

* 7 DAYS FULL HIRE 1 9 DUNLOY GDNS, 

* CLUB RENTAL CATALOGUE NEWTOWNABBEY, 

* FREE MONTHLY PRIZE DRAW COV ANTRIM 

* FREE TO ENTER COMPETITIONS BT37 9HZ 

* MEMBERSHIP FEE IS ONLY £2.00 

* MANY TITLES AT DISCOUNTED PRICES 

* THE LATEST TOP CHART TITLES AVAILABLE 

* TAPE AND MICRODRIVE HIRE FOR THE SPECTRUM 

* HIRE DISCOUNTS OFFERED ON FOUR TITLE ORDERS 

* HUGE LIBRARY OF EX-CHART TITLES ARE AVAILABLE 

* TAPE, DISK AND CARTRIDGE HIRE FOR THE COMMODORE 

* HIRE PRICES RANGE FROM £0.75p PER TITLE PER WEEK 

* REGULAR UPDATE LISTS GIVING NEW TITLES AVAILABLE 

* ALL ORIGINAL SOFTWARE SUPPLIED WITH DOCUMENTATION 

* BI-ANNUAL NEWSLETTER GIVING HINTS, TIPS, POKES, etc. 

* ARCADE, ADVENTURE, EDUCATIONAL AND BUSINESS SOFTWARE 

* RETURN POSTAGE CHARGES/PACKING AND PRE-PAID BY SOFTLINK 

* UP TO FOUR INDIVIDUAL TITLES CAN BE HIRED AT ANY ONE TIME. 

SEND CHEQUE/P.O. MADE PAYABLE TO SOFTLINK (N.l.) OR 
SEND A S.A.E. (10" x 7% PLEASE STATE COMPUTER TYPE. 


DUPLIKIT 

Software backup board for the C64 

DUPLIKIT requires the use of two CBM compatible cassette recorders to function as a backup aid 
Although if one cassette is connected to the top connector, it may be used to visually verify that data is 
being transferred to the computer. 

DUPLIKIT may be used with or without the computer actually loading, i.e. it is not essential to press 
shift, run/stop. The result will be equally efficient. During tests DUPLIKIT achieved 100% success rate 
NO SOFTWARE REQUIRED TO OPERATE THIS SYSTEM 
This duplicate is supplied exclusively to Softlink, by Digitec Electronics. 

Recommended retail price £7.95. 

Existing members may obtain a copy for £6.95 if they quote their membership number when ordering. 

^OFTUNK is the key to computer software that does iti weekl^ot^weakly. 


C64 games to swap, also Public 
Domain, disks only. Send list, Lockhart 
P.O. Box 214, Palm city, Florida 34990, 
USA. 


FOOTBALL MANAGEMENT 

3 Classic Football Management Strategy Games 
for all enthusiasts. Each of these Quality games 
is packed with GENUINE FEATURES to make 
f hem the most REALISTIC around. 

PREMIER LEAGUE — A COMPREHENSIVE 
LEAGUE GAME — Play all teams home & away. 
Full squad details all teams, Injuries, Team 
styles, in-match substitutes, Named & recorded 
goal scorers, Comprehensive transfer market, 5 
Skill levels, Financial problems, Team Training, 
Continuing Seasons, Save game, Opposition 
Select Strongest Team and MUCH MUCH 
MORE! 64/128K Commodore £6.50. 

WORLD CHAMPIONS — A COMPLETE 
WORLD CUP SIMULATION*— From the first 
friendlies, qualifying stages, tour matches and 
onto the FINALS — Select from squad of 25 
players, 2 in-Match substitutes allowed, 
Discipline table. 7 Skill levels and MUCH MUCH 
MORE! Includes a full text match simulation with 
Injuries, Bookings, Sending off, Corners, Free 
kicks. Match timer, Injury time, Extra time, Goal 
times and MORE! 64/128K Commodore £7.95. 
EUROPEAN II — CAPTURES THE FULL 
ATMOSPHERE OF EUROPEAN 

COMPETITION — Home & away legs, Away 
goals count double (if drawn), Full penalty shoot 
out (with SUDDEN DEATH), 7 Skill levels, 2 subs 
allows. Pre-match team news, Discipline table, 
Full team & substitute selection, Disallowed 
Goals and MUCH MUCH MORE! Plus FULL 
TEXT MATCH SIMULATION. 

64/128K Commodore £7.95. 

FANTASTIC VALUE 

Buy an 2 games Deduct £2.00 

Buy all 3 games Deduct £3.00 

All games are ready for IMMEDIATE DESPATCH 

by first class and include Full instructions, (add 

£1.00 outside UK). 

From E & J Software, Room C2, 

37 Westmoor Road, 

ENFIELD, Middlesex, EN3 7LE. 


COMMODORE 64 

COMPUTER GAMES— 
TRY BEFORE YOU BUY 

★ One week’s review 

★ Latest titles 

★ Lowest rates 

★ Fast postal service 

★ Free membership 
Special discount prices less 
review charge to members 

who decide to buy. 
Contact: 

MICROGAME 

12 Bagots Oak, Stafford, 
Staffs ST17 9RS 
or Telephone 
Stafford 211150 ANYTIME 


BIRMINGHAM COMPUTER 
REPAIRS 


A.S.M. Computer Specialists can repair 
your COMMODORE VIC 20, Cl 6, C+4, 
C64, Cl 28, AMIGA range and 154X 
Drive. Fast turnaround (most cases). 
This month’s special offer, original 
Commodore 64/Vic 20 P.S.U.’s £20 (inc. 
VAT + pp) while stocks last. 

Enquiries from educational 
establishments welcome. 

For further details call 

(0827) 896298 

Mon-Fri 9am-6pm, Sat 9am-12.30pm 


MAKE YOUR COMMODORE EARN! 


Yes, making money becomes incidental when you know how. 
Your micro is, if only you knew it, a goldmine. 

The size and make is irrelevant. 

Make the initial effort NOW by starting your own 

HOMEBASED BUSINESS 

REMEMBER: You’ll never get rich by digging someone else’s 
“ditch”. It’s more rewarding than playing games. The benefits 
are many and varied. Full or part-time. For details send SAE to: 

*•«« mjkmmm mmmtmmmm 


97, PILTON PLACE, 

KING AND QUEEN STREET, 
WALWORTH, LONDON SE171DR 
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COMMODORE CHIPS 

FOR SALE 

6510 £15.00 6526 £13.00 

6569 R3 £13.00 901226 £10.00 

001723 £10.00 
Prices in P&P + VAT 
BOWES ELECTRONICS INTERNATIONAL LTD 
24 Potters Lane, Kiln Farm, Milton Keynes, 
MK11 3A5 Tel: :0908 568476 


For sale new Alphcon 82 printer for 
Commodore 64 or Vic 20, £55 inc P&P. 
Phone 0753 886286, 


C64 1541 d/drive, tape deck, books, 
magazines, cartridges, joysticks, £400 
software including Infocoms. Worth 
over £900 sell for approx. £400. Ring 
:0298) 77641. 

For sale Cl 28,1570 disk drive, C2N 
Brother HR5 printer, expert cartridge, 
SuperBase 128, many disks, tapes, 
magazines, books. £550. Tel: 021 382 
0844. 


Commodore User magazines. Full set 
from first issue October £83, offers. 
Contact Brian on 01-907 3941 after 
6pm weekdays. 
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SCREENVISION 

TURNS YOUR 
MONITOR INTO 
A COLOUR TV! 


633M 


\ USE YOUR COMMODORE 1701 
l 1901 AND AMIGA MONITOR 
\ AS A COLOUR TV SET! 


, 00 ??, 




Njtf- 


Screenvision is a modern ‘State-of- 
the-Art’ T.V. Tuner which simply 
connects to your Commodore Monitor 
and converts it to an outstanding colour television. 
Each Screenvision is equipped with seven push button 
channel selectors, built in loud speaker, volume control etc. 
By use of your Monitor Colour and Contrast controls, 
amazing steady, beautiful colour reception can be obtained 
on all 4 channels when connected to your aerial system. 
Look at this amazing price. 

DEALER & EXPORT ENQUIRIES WELCOME 

MICROCOMPUTERS a _ 

& ELECTRONICSLTD.S 

MAIN AVENUE • MOOR PARK • NORTHWOOD • MIDDLESEX • ENGLAND pm 
TEL: 09274 20664 TELEX: 929224 SCREEN G 






























































led of Gacked, Riegers Re¬ 
venge is a two parter — so 
you can see there’s a lot to it! 
It is the best budget title I 
have yet seen — and better 
than many a ‘full-price’ 
adventure, too. At £1.99 you 


can’t go wrong. 

GRAPHICS: 

8 

PLAYABILITY: 

9 

PUZZLE ABILITY: 

8 

OVERALL: 

9 
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ton (mew 


RIGEL’S REVENGE 


GrA 

Mastertronic/ 
Smart Egg 
64/128 
Price: £1.99 

You are Harper, landing from 
a scout ship in a war-torn 
town, during the Rigellian 
war. Your dead colleague 
Elliot is at your feet. Only 
moments before, he was 
urging you to go in search of 
the Doomsday device — a 
Rigellian weapon which they 
planned to use to destroy the 
planet if they lost the war. But 
before he could tell you how 
to go about this task, he took 
his last breath. 

The game loads under an 
animated title screen — and 
you must keep an eye on it! 
The events leading up to the 
beginning of the game are 
described in text windows 
during the load — and it is 
absolutely essential reading 
if you are to solve the 
difficult-yet-obvious problem 
at the very start of the game. 

Once that’s out of the way, 
then you’re free — or al least 
as free as you can be faced j 
with booby traps, and with 
tanks and vicious dogs roam¬ 
ing the street. But perhaps 
you’ll find a way of avoiding 
them ...? 

The graphics are more in¬ 
formative and less regular in 
appearance than the usual 
variety of one per location, 
and combine nicely with 
Smart Egg’s own adventure 


really 


system to make a 
polished adventure. 

The text is impeccably 
written, with a past tense 
narrative following each 
command. This may sound 
rather strange, but it works 
very well in practice. Smart ] 
Egg’s parser recognises | 
three words, (it accepts more ) 
but throws what it doesn’t j 
want away) and the vocabul¬ 
ary, coupled with the alterna¬ 
tive combinations provided, 
makes play very flexible. 
Solving the problems is with¬ 
out the frustration of sear¬ 
ching for the correct words 
— but you still have to find 
the solutions! 

A number of the problems 
require a certain amount of 
lateral thinking, whilst a use¬ 
ful tip for some of the others, 
is to keep persevering if you 
seem to be making a bit of 
headway. A good pull or 
push on something may help 
shift it, but sometimes a 
second application of effort 
is required! 

There are a number of 
screen effects which add a 
final polish, taking the whole 
package way out of the 
ordinary run of budget 
adventures, and into the up¬ 
per levels of ‘standard’ 

| priced games. Dissolving 
; text, instant windows for foot¬ 
notes and help messages, 
and occasional clearing of 
I the screen by scrolling all 
j text off it, makes the display 
j method as superior as the 
| guts of the adventure itself. 

Complete with tape plus 
ramload, although not Quil¬ 


The trouble with tape is that it must 
be read or written to in sequence. 
Once a particular record has passed 
through the head, the whole tape 
must be re-wound to retrieve it again. 
The implication for adventure games 
on tape, is that the program, plus all 
the data, must be held simultaneously 
in memory. On disk, this is not the 
case, for sections of data can be 
accessed again and again, at very 
high speeds. 

Thus a disk adventure has much 
more potential than one on tape. A 
sort of way round this, is by dividing a 
game into parts. But once one part of 
the plot and its locations have been 
covered, there is no easy way of 
going back. This constraint limits the 
structure of the plot itself. 

The Commodore 64 was the first 
really popular machine offering an 
easily affordable drive. At £200 to 
plug in it brought really big adven¬ 
tures to many UK home computer 
[ owners for the first time. But it is 
[ notoriously slow. 

Now, with the coming of 16-bit 
j machines, with disk drive as stan- 
| dard, and cassette not supported, I 
S am convinced that adventures are set 
to take off. To play an Infocom 
adventure on Amiga is a completely 
different experience to playing it on a 
64. Everything is held in memory, and 
responses are virtually as quick as it 
takes to write all the text to the 
screen. Saving the game position 


impinges no more than a mere blip in 
the game play — no more hanging 
avout while the drive grinds away! 

With the recent run of high quality 
disk adventures of real depth, I feel 
like a gourmet who has been over¬ 
eating for the last three months! 
Hollywood Hijinx, Guild Of Thieves, 
Bureaucracy, Stationfall, The Lurking 
Horror, and now Knight Ore, all com¬ 
ing within a space of six months, have 
provided a real feast. And there is 
more to come, with yet another three 
Infocom titles lined up for the autumn, 
not to mention Magnetic Scroll’s next 
— Green Magic. 

Being spoiled like this makes the 
reviewer far more critical of cassette 
adventures. Well written, they can be 
just as thrilling as disk adventures, 
and some are. But with the new 
lower-priced Amiga the 16-bit 
machines seem destined to replace 
the old 64’s and Spectra, in terms of 
numbers owned, before long. Then 
disk adventures will be the order of 
the day — and cassette producers 
| will, more than ever, have to pro- 
j vided better quality games. With 
Magnetic Scrolls, Level 9, and In¬ 
focom, all geared up to produce an 
ever-increasing catalogue of titles, to 
suit all tastes, ‘standard priced’ 
adventures that are thin, sloppy, or 
unoriginal, will not survive. 


NEWS 


PRIME MINISTER GETS THE TREATMENT! 


1 


October should see the 
country's favourite Prime 
Minister on computer 
screens in the form of Jim 
Hacker. Mosaic Publishing 
plan to launch a computer 
game based on the BBC 
comedy hit. Yes Prime 
Minister. Programmed by 
Oxford Digital Enterprises, 
and created from entirely 
new situations, the game 
will loosely follow an 
adventure format, 
containing also elements 


of strategy, and some 
scrolling graphics. 

The launch promises to 
be an interesting affair, 
with scriptwriters and real 
MPs in attendance. 

Sounds a likely event for a 
few inimitable comments 
from Hot Shots Mike 
Pattenden. Also, the game 
sounds likely to be an 
extremely close simulation 
to the real thing — after all, 
a computer doesn't have a 
soul, either! 


© 








• Adventure 



Ragnar Tomquist, our troubled 
Viking from the fjords, is in trouble 
again! Firstly, he’s in trouble from me 
— he’s playing Leather Goddesses in 
LEWD mode, despite the fact that 
he’s only 17. That is STRICTLY 
ILLEGAL! Secondly — he’s stuck in 
the game, in his own home, back on 
earth. Serves him right, I say! 

From Norway to Spain, where 
Xavier Dealbert is facing a riddle in 
Barcelona. He cannot Fmd an answer 
in Bard’s Tale, which asks: Name the 
one of cold, foretold, twofold. “Can 
you,” he asks? 

David Gannon of Newcastle-upon- 
Tyne does not normally play adven¬ 
ture. In fact he only owns one game. 
“Your review of Necris Dome was 
wrong!” he writes. Well, if you think 
that’s a good game, David, there’s a 
wealth of adventures out there that 
will really have you hooked! But now 
comes the crunch — believe it or not, 


David is stuck! “How do you kill the 
mandroids, and how do you stop 
getting sucked in by the anti-plasma 
machine?” he asks. I’m stumped! I got 
too bored playing the game to bother 
to find out! 

R. Skillen wrote from Worksop, 
seeking ways past the glowing ward 
in Kentilla. “I have tried all logical 
ways of getting past ...” he says. 
Look in the clues section, anyone 
who has been foolish enough to 
approach this problem in a logical 
way! 

Two specialists are required now 
— a werewolf expert and a catacomb 
explorer! Who knows anything about 
Curse Of The Werewolf? Ola Hans- 
son of Lund, in Sweden, is cursing his 
misfortune in being unable to find or 
make silver in Curse Of The Were¬ 
wolf. He is convinced he needs silver 
to bring about the demise of the wolf. 
How can he come by this, and what 


FRANKENSTEIN: 

Find ravine in forest maze, and climb the dead pine to avoid 
the bear. Jump when he is eight feet away. 

BUREAUCRACY: 

Weirdo and intercoms require punctilious punctuation! 
STATIONFALL: 

If you can't get it out — nip it out! 

THE LURKING HORROR: 

Cut the cord and make it slippy! 

KNIGHT ORC: 

Open the drawbridge without touching it! 

RING OF POWER. 

Rum to pass the pirate; drop the ball to pass the giant. 
HULK. 

Press the button once, then become Hulk, to escape the 
dome! 

CATACOMBS. 

To pass the harpy in the statue room, block ears with fluff, 
and ask Due to attack it with the sword. 

KENTILLA. 

Activate staff by saying SAGAGOO, then hit the ward with it. 
RIGEL'S REVENGE. 

Read the intro carefully for the very first problem! 

THE PAWN. 

It s the wristband the Guru is laughing at! Strip to cover it! 




use is the unconscious girl in the jj 
dungeon, he asks. 

Meanwhile, Nigel Richardson' is 
wandering around in the catacombs 
of Frankenstein, feeling decidedly 
hypothermic! He would warmly i 
appreciate any help. 

G. Collins of Barnstaple is at HQ at 
Darten. He knows how to get out of 
the maze, in the Tracer Sanction 
but he can’t find anything inside it! 

Ian Coveney of Chiswick, has col¬ 


lected two treasures, and rescued a 
princess. But he can’t decide what is 
left to do from this point on, in Wizard 
of Akyrz. Who can help? 

We started in Norway, and there 
we will finish, this month! Oyvind 
Ballingmo — your help is needed by 
Geir Nielsen! How do you pass the 
guard in Ring Of Power? If you can 
answer that, then you have permis¬ 
sion to read Geir’s answer to your 
Ring Of Power problem in the clues 
section! 


SEE YOU SOON ...? 


This is the Commodore adventur¬ 
ers’ forum where we really do help 
you if you are stuck! Unlike some 
other magazines, we make no ex¬ 
cuses about being too busy to reply 
— if you write, you WILL hear from 
one of us — if it is humanly possible! 

If we can’t help, we will say so, and 
then we’ll throw it the problem at all 
the other adventurers who read Val- 
ley Rescue. Hopefully, we will be 
able to print the clue you want a j 
couple of months later, when we’ve 
heard from someone who knows the j 
answer. 

You may have to wait a little while 
for your reply, for if we are just 
coming up to a deadline, then every¬ 
thing has to be dropped to make sure 
you get your next issue of CU! And 
one other thing — we can’t hope to 
answer you if you don’t tell us your 
address! Like John Alport of Liver¬ 
pool, who wrote asking for help with J 
Hulk, but didn’t tell us where he lives. 
Look in the clues section for your J 
answer, John! 

If you can’t wait for the post, here’s 
a chance to come along and put your I 


questions to us in person! The Valley 
Rescue and C+VG Adventure Hel¬ 
pline team will be on hand throughout 
the PCW Show at Olympia, towards 
the end of September. Wednesday 23 
and Thursday 24 are for trade and 
press visitors only, whilst the show is 
open to the general public from 
Friday 25 to Sunday 27. 

Throughout the proceedings, on 
the stand showing your favourite 
magazines — Commodore User, 
Computer + Video Games, and Sinc¬ 
lair User — you will be able to meet 
the people who answer your letters: 
Daniel Gilbert, Adrian Bott, Matthew 
Woodley, and yours truly. (When he’s 
not propping up the bar — Ed.) Guest 
appearances will be made by Paul 
Coppins, whose duties as an Adven¬ 
ture Tester with Rainbird, will involve 
him for much of his time on the 
Rainbird stand. 

If you haven’t a problem to put to 
us, then come along anyway and 
introduce yourself. Have a chat about 
your favourite adventure games, and 
those you hate! You’ll find us on the 
ground floor, in the National Hall. 


NEWS NEWS NEWS 


YET ANOTHER THREE! 

It looks like a record year 
for Infocom releases. 
Three more titles are 
scheduled for release by 
Activision before the end 
of 1987, bringing the total 
to seven — more than one 
every two months. 

Beyond Zork will be a 
departure from the usual 
Infocom style, combining 
elements of role-playing 
with a background of 
traditional adventure. 
Written by Brian Moriarty, 
author of Wishbringer and 
Trinity, Beyond Zork will 
feature InfocorrTs new 
interface system, with 
windows to display 
weapons carried etc. To 
start with, in his quest for 
the Coconut of Qunedor, 
the player will be called 
upon to create his 
character, in terms of 
strength, endurance, and 
other attributes. But 64 
owners should not get too 


excited about this game — 
our information is that it 
will only be available for 
the Amiga. 

Prudent Hearts is the 
title of an adventure in a 
more orthodox format, 
from new storyteller Amy 
Briggs. With a feminine 
bias, this will be a drama of 
suspense and passion set 
on the high seas in the 
17th century— Infocom 
style! 

Nord And Bert Couldn't 
Make Head or Tail of It 
sounds like an accidental 
remark made during the 
naming ceremony of the 
third of these new 
releases. However, that is 
its title, and it will consist 
of eight short stories, 
involving trickery with 
words. Author is Jeff 
O'Neil, who wrote 
Ballyhoo. 

Releases are scheduled 
in six to eight weeks time. 

















TPTO! OOP'J IQ ora ICO row CU /T DO 
i u 11 il ui 1L1 I ui I UkiU\ Lul i on il u 

PERIPHERRLS..THE FIRRL FRBHJIER..BUR RISSiBlUB 8QLBUJ 

fin i iucoc nh nruco i itii iticc uoi ic finisic occnoc 
uu llu iu\l i iu ui i iu\ u i iui il _ 11 ii list- uui II uCiuixc 

CRPTRIu'S LOG...THE TBTRL SOLUTIBu TO FILL 'JDURRRCK-UP HEEDS... THE ULTIRRTE 8RCK-UP CRRIRIDGE HERE WU!! 


pcjD nor fiN PUyfUNPQ 


Kcruix ( ui i m lun iud 
Action Replay Mk III is more powerful, more friendly and will back 
up more programs than any competing utility by taking a ‘Snapshot’ 
of the program in memory so it doesn’t matter how it was loaded... 
from disk or tape, at normal or turbo speeds... the results are the 
same - Perfect !! Amazing!!! 

STRRBRSE UPDRTE 


> Freeze the action then view the program with the monitor 
feature. Add pokes for infinite lives etc. Then restart the game 
or backup - ideal for customised versions of your games. 

I Picture Save. Save any multi-colour. Hires screen to disk or 
tape. Compatible with Blazing Paddles, Koala, Slideshow etc. 
i Fully compatible with 1541, 1541C, 1570, 1571, and ehancer 
or any CBM compatible data recorder. 


• Compatible with fast DOS and Turbo ROM systems. 

• Backup process in turbo speed - faster than any rivals. 

• Special compacting techniques. Each program is saved as a 
single file. 

• Transfers multistage tape programs to disk - more than any 
other cartridge - even the extra stages are turbo load - a unique 
feature. 



PLUS Built In 


Action Replay III even has a built in disk fast loader 
which speeds up loading 5 times. Uses no memory - 
invisible to the system. You could pay £20 alone for 
this feature. 


• For C64, 64C, 128, 128D (in 64 mode). 

• Unique Sprite Monitor. Freeze the Action and view all the 
Sprites, watch the animations scroll across the screed. Save 
Sprites to disk or tape. Customise your games by loading sprites 
from one game to another - then restart the program or make 

a backup. - 


• Simple to use: just press the button and make a complete 
backup: Tape to Tape, Tape to Disk, Disk to Disk, Disk to Tape. 
-THE PROCESS IS AUTOMATIC-JUSTGIVE THE BACKUP 
A NAME. 

• All backups will reload at turbo speed independently of the 
cartridge. 

• Dual speed tape turbo system. Programs can load up to 3 times 
faster than commercial turbos - that’s over 10 times normal 
Commodore speed. 


• Sprite Killer! make yourself indestructible by disabling Sprite 
collisions in games. 

• Fast disk format (20 secs). 

• Built-in' unstoppable reset button. _ 


f/VSSj 


P BREAKSTHROUGH 

THE 10 SECOND BARRIER! 

Action Replay III now comes with an amazing ndw** * 
Disk Bootloader that will reload your backups at TWENTY FIVE * t 
TIMES normal speed. The fastest disk turbo yet devised!! There are NO 
CATCHES. J WARP*25 works with ALL your games. Works with any diskdrive. No 
preload required - No hardware modifications necessary - No user knowledge required - 


programs load INDEPENDENTLY. LOADING TIME - 9.8 SECONDS (for a typical game saved by 


WARP'25 in conjunction with ACTION REPLAY III). This time is for fhe COMPLETE load process from start to 
finish. Reload is entirely INDEPENDENT of the cartridge or any other hardware. 

Compare these (accurate!) figures for some rival backup systems: 


SYSTEM 

LOAD TIME 

PROGRAMS PER DISK 

CARTRIDGE REQUIRED? 

ACTION REPLAY MK III 

SAVED WITH NORMAL TURBO. 

25 SECS 

THREE 

NO 

ACTION REPLAY MK III 

SAVED WITH WARP *25 

9.8 SECS 

THREE 

NO 

FREEZE FRAME (MK IV) 

40 SECS 

TWO OR THREE 

NO 

FREEZE FRAME (LAZER) 

25 SECS 

TWO 

YES 

EXPERT SYSTEM 

30 SECS 

THREE 

NO 


All purchasers of Action Replay III will receive WARP*25 FREE with their cartridge. Existing Action Replay III owners can obtain 1 
WARP*25 Disk turbo by sending £2.50. post free. (No need to send your cartridge). OR obtain it FREE on the Enhancement Disk (£7.95). 


I THE ACTION REPLAY ENHANCEMENT DISK 

The best collection of tape to disk transfer routines for nonstandard 
multiload programs (eg Dragons Lair I and II, Championship Wrestling, 
Summer Games, Ace of Aces, Gauntlet, Supercycle, Marble Madness, 
World Games). 31 titles in all. Uses our unique parameter system. No 
user knowledge required. Turboload throughout. NOTE: Standard 
cartridge transfers normal multiloaders eg Winter Games etc. etc. Disk 
includes file copy and disk backup utilities. 

PRICE £7.95 with FREE! Multicolour Slideshow for display of loading 
screens, hires pictures etc. saved by Action Replay. Great 
entertainment! 



PERFORMANCE GUARANTEE 

100% Success? Rival Claims? Who’s Kidding Who? 

Action Replay Mk III will backup any program which any other cartridge 
can backup - and more! It also has an unmatchable range of features. 
Consider ‘Freeze-Frame’ for example, which uses more disk space, 
saves at slower speed, has slower tape loader, has no built in disk 
fastloader, no picture, Sprite or restart features and costs £10 more 
than Action Replay. So who’s kidding who? Buy Action Replay Mk III. 

If you find that it does not live up to our claims return it within 7 days 
of receipt and your money will be refunded. 




USUALLY SAMEDAY DESPATCH ON ALL ORDERS. 


datel 


Send cheques/postal 
orders to: 

DATEL ELECTRONICS, 
UNIT 8/9 DEWSBURY ROAD, 
FENTON INDUSTRIAL 


electronics 


ESTATE, STOKE-ON- 
TRENT. TEL: 0782 273815 
TELEX: 367257 TELSER G. 


SEE OUR DOUBLE PAGE ADVERTISEMENT ELSEWHERE IN THIS MAGAZINE FOR OUR FULL RANGE OF lireyl fm CALL 24HR CREDIT card line 

COMMODORE ADD ONS. F™! 1^1 0782 273815 
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256K SUPEROM EXPANDER 

□ Now you can select from any of 8 32K EPROMs instantly. 


□ 8 sockets to accept upto a 32K EPROM in each. 

□ On board operating system - no programs 
to load. 

□ Program your own EPROMs using our EPROM 
programmer. 

Q No need to have loads of cartridges - just 
make a selection from the Superom menu. 

□ Directory of utilities on power up. 

□ Fully menu driven on power up. 

□ Select any slot under software controls. 

Q Unique EPROM generator feature will take 
your own programs - basic or m/c and turn 
them into autostart EPROMs. (EPROM burner 
required). 

□ Accepts 2764/27128/27256 EPROMs. 

□ On board unstoppable reset. 

ONLY £29.99 



RESET 

CARTRIDGE 


□ Unstoppable reset button. 

□ Resets even so called “unstoppable” 
programs. 

□ Add pokes from magazines etc. 

□ Fits in cartridge port. 

□ Simply plug in. 

only £5.99 



16K EPROM 
BOARD 

□ Accepts 2 x 8K EPROMs. 

□ Switchable to configure as 2 x 8K or 16K 
or off. 

□ On board unstoppable reset. 

□ Full instructions. 

only £8.99 



QUICKSHOT 

TURBO™ 

□ Ibp quality fast action. 

Q Ibp 6? trigger fire buttons. 

□ Rapid fire/auto action. 

□ Suction feet for one handed action. 

Q Extra hardwearing. 

ONLY £12.99 for 64/128 
ONLY £13.99 for C16 

QUICKSHOT ■■ 

□ Vfcrld’s top selling joystick. 

□ Ibp & trigger fire buttons. 

□ Rapid fire control. 

□ Suction feet. 

ONLY £7.99 for C64/128 

ONLY £8.99 for G16 


DISK 

NOTCHER 

□ Quickly and easily double your disk capacity. 

□ Use both sides of your disks. 

Q Simple to use. 

□ likes seconds. 

only £4.99 



4 WAY KERNAL 
BOARD 

[□ This board fits in place of the kernal in your 
64 and accepts a 16K or 32K replacement kernal 
giving 2 or 4 different operating systems. 

□ Just flick the switch supplied to select 
between systems. 

Q This is a carrier only - ready to accept your 
own chip. 

□ Now you can have all your different systems 
available at one time. 

D Full instructions. Q| Fitted in minutes. 

only £8.99 



5 WAY KERNAL 
EXPANDER 

□ A multi carrier board accepts up to 3 chips. 

□ Fits in place of original kernal of 64. 

□ Three sockets - one for the original kernal 
plus two others each accepting a \6K chip - 
that’s 5 operating systems available at the flick 
of a switch! 

□ Fitted in minutes. 

□ Full instructions. 

ONLY £12.99 



DEEP SCAN BURST NIBBLER™ 

Q The most powerful disk nibbler available anywhere, at any price! 

□ Burst Nibbler is actually a two part system - a software package and a parallel cable to connect the 
1541/1570/1571 to 64/128 (state type). 

□ What gives Burst Nibbler its power? Conventional nibblers have to decode the data from the disk 
before it can transfer it using the serial bus - when non standard data is encountered they are beat. 
Burst Nibbler transfers data as raw GCR code via the parallel cable without the need to decode it so you 
get a perfect copy of the original. 

• Will nibble upto 41 tracks. • Copy a whole disk in under 2 minutes. • Full instructions. 

• Regular updates - we always ship the latest. • Fitted in minutes - no soldering usually required. 

• Full cr y 2 tracks. • No need to buy parallel cable if you have Disk Demon/Dolphin etc. 

• Cable has throughbus extension for other add ons. 

□ Whether to choose FhstHack’em or Burst Nibbler? Fhst Hack’Em is unbeatable value as an 
“all-rounder” - with nibblers, 1 or 2 drive copy, format, file copy, 1571 copy etc. etc., so if you have a 
more general requirement perhaps FhstHack’Em is for you. Burst Nibbler is a pure nibbler second to 
none, for the reasons stated. So if it’s just making backups you are interested in, there is no other 
product to beat it. 

ONLY £24.99 COMPLETE 

SOFTWARE ONLY £12.99 CABLE ONLY £14.99 

► 

EPROMMER 64™ 



□ Fully menu driven software/hardware package makes progiamming/reading/verifying/copying 
EPROMs simplicity itself. 

□ Will program 2716,2732,2764,27128 and 27256 chips. 12.5,21 or 25 volts. 

□ Fits into user port for maximum compatibility with cartridges/Superom Board etc. 

□ Full feature system - all functions covered including device check/verify. 

□ We believe Eprommer 64 is the most comprehensive, most friendly and best value for money 
programmer available for the 64/128. 

[□ Ideal companion for Superom Board, Cartridge Development System, our kernal expanders or indeed 
any EPROM base project. 

□ Comes complete with instructions - plus the cartridge handbook. 

ONLY £39.99 COMPLETE 
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3 SLOT 


MOTHERBOARD 

Save wear and tear on your 
Expansion Fort 

□ Accepts 3 cartridges. Q Onboard safely fuse. 

□ Switch in/out any slot. □ High grade PCB. 

□ Fully buffered. □ Reset button. 

ONLY £16.99 

DATA 

RECORDER 

□ Quality Commodore compatible data recorder. 

□ Pause control. Q Suitable for 64/128. 

□ Counter. □ Send now for quick delivery. 

only £24.99 



Now you can have an 8K or 32K 
cartridge that yon program like 
BAH then acts like SOM! 

□ 8K or 32K pseudo ROM. 

□ Battery backed to last up to 5 years (lithium 
battery). 

□ Simply load the program you require - then 
flick the switch. The cartridge can then be 
removed just like a ROM cartridge. 

□ Make your own cartridges including autostart 
types - without an EPROM burner. 

□ Can be switched on or off board via software. 

□ I/O 2 slot open for special programming 
techniques. 

□ 32K version has 4 x 8K pages. 

□ Some knowledge of M/C is helpful - but full 
instruction are provided. 

8K VERSION £ 1 4.99 
32K VERSION £29.99 

SMARTCART 

UTILITIES 

A series of utility programs for use with Smartcart. 
Simply load in the program and you have a 
powerful cartridge. When you have a different 
requirement - load in another program and you 
have a new cartridge. The process takes seconds, 
and can be repeated any number of times. 

Vfe intend to release a range of 
programs. The first available are: 

DISKMATE U 

□ all the features of Diskmate n (see ad). 

Loaded in seconds - with full 
instructions. ONLY £9.99 



PRINTER lv 

Now you can turn your MPS 801 
into 4 printers in one!! 

□ Alternative character set ROM - fitted in 
seconds. 

□ All four sets have true descenders. 

□ 100% compatible with all software. 

□ Descender. □Eclipse. 

□ Scribe. □ Future. 

□ Choose any set at the flick of a switch. 

“Bor anyone who uses their printer 
often this chip is a must. It’s quick 
and easy to use and the end 
results are impressive” - Your 
Commodore, Jan 87. 

only £19.99 


□ A disk toolkit is an absolute must for the serious 
disk hacker. Tbolkit IV has more features than most 
for less. 

□ DISK DOCTOR V2 - Read and write any track 
and sector including extra and renumbered 
tracks. Repair damaged sectors. Look underneath 
read errors. 

□ HEADER/GAPEDITOR - Decodesand 
displays ALL header information including off 
bytes and header gap. Rewrite the entire header 
and header gap. Renumber sectors. Also edit any 
sector tail gap. 

□ DISK LOOK - Sort directory. Recover lost 
files. Display file start/end addresses. 

Disassemble any file program directly from the 
disk to SCREEN or PRINTER including 
undocumented opcodes. Edit Bam. Much, much 
more. 

RAM DISK 

□ Hirn your Smart Cart into a 32K RAM/disk. 

□ 32K of instant storage area for files/programs. 

□ Load/save instantly. 

□ Disk type commands: load, save, directory, 
scratch. 

□ Program data retained when computer is 

switched off! _ fXfX 

_) Puli command ®NI .VV 

set with instructions. 


TURBO 
ROM if 

Turbo Bom n is a replacement for 
the actual kernal inside your 64. 
It provides superfast load/save 
routines. 

□ Loads most programs at 5-6 times normal 
speed. 

□ Saves at 5-6 times normal. 

□ Improved DOS support including 10 sec format. 

□ Programmed function keys:- load, directory, 
old, etc. 

□ Return to normal kernal at flick of a switch. 

□ FCOFY - 250 block file copier. 

□ FLQAD - special I/O loader. 

□ Plus lots more. 

□ Fitted in minutes - no soldering usually 
required. (On some 64’s the old ROM may have 

to be desoldered). ft|y |y £14.99 


□ FILE COMEACTOR - Can compact machine 
programs by up to 50%. Saves disk space. 
Compacted programs run as normal. 

□ EAST DISK COPY - Copy an entire disk in 
2 minutes or less using single 1541. 

□ EAST FILE COPY - Selective file copy. Works 
at up to 6 times normal speed. 

□ FORMATTER - 10 second format an entire 
disk or format any individual track or half track 
0 to 41. Redefine any of 30 parameters to create 
or recreate unique disk formats. 

□ ERROR EDIT - Quickly find and recreate all 
read errors including extra and renumbered 
tracks or sectors and half tracks from 0 to 41. 
Even recreates data under errors and allows you 


□ Robotek 64 is a comprehensive hardware/ 
software package which enables you to connect 
your 64/128 to the outside world. 

□ 4 output channels - each with onboard relay 

□ 4 input channels - each My buffered TTL 
level sensing. 

□ Analogue input with M 8 bit conversion. 



DIGITAL SOUND 
SAMPLER 


□ The new sampler allows you to record any 
sound digitally into memory and then replay it 
with astounding effects. 

□ Playback forwards/backwards with echo/ 
reverb/ring modulation etc. 

□ Now with M sound editing module to produce 
outstanding effects. 

□ Full 8 bit D to A and ADC conversion. 

□ MIDI compatible with suitable interface. 

(I.e. Datel unit for £29.99, see ad). 

□ Live effects menu includes real time display 
of waveforms. 

□ Line in/mic in/line out/feedback controls. 

□ fbwerful sequencer with editing features. 

□ Load/save sample. 

□ Up to 8 samples in memory at one time. 

□ Thpe or disk (please state). 

□ Complete software/hardware package £ 49.99 


□ Corn-Drum software is available separately at 
£ 9.99 to turn your Sampler II into a Corn-Drum 
system as well as a sampling system. 



COM-DRUIM 


Digital Drum System 

□ Now you can turn your computer into a digital 
drum system. □ Hardware/software package. 

□ 8 digital drum sounds in memory at one time. 
Q Complete with 3 drum kits. 

□ Real drum sounds - not synthesised. 

□ Create superb drum rhythms with real and 
step time. □ Full editing. Q Menu driven. 

□ Output to hi-fi or through tv speaker. 

□ Load/save facilities. ( tape 

ONLY £29.99 or disk) 

COM-DRUIM 

EDITOR 

□ 24 drum sounds supplied on disk to enable 
you to construct your own drum kit. 

□ Re-arrange sounds supplied with a Corn-Drum 
to make new kits. 

□ With sound sampler hardware you can record 
your own kits. □ Load/save facilities. 

ONLY £4.99 disk only 


□ Voice input for voice control. 

□ Software features:- test mode/analogue 
measurement/voice activate/digital readout etc. 

□ Excellent value! only £39.99 

including hardware/software/ 
mic etc. (State tape or disk) 



BLAZING PADDLES 


A complete lightpen/graphics illustrator package. 

□ A fully icon/menu driven graphics package of a calibre which should cost much more. 

□ Complete with a fibre optical lightpen system for pin point accuracy. 

□ Multi feature software including: 

• Range of brushes • Airbrush • Rectangle • Circle • Rubberbanding • Lines • Freehand 

• Zoom mode • Printer dump • Load/save • Advanced colour mixing - over 200 hues!! 

• Cut and paste allows shapes/windows/pictures to be saved to/from tape/disk. 

□ Blazing Riddles will also work with many other input devices including; Joysticks, Mice, Graphics 
Thblets, Trackball etc. 

□ Pictures can be saved from Action Replay and edited with Blazing Paddles. 

Complete Blazing Paddles & Lightpen only £24.99 
Blazing Raddles available separately for £ f 2.99 

0 TOOLKIT Jy 

The ultimate disk toolkit for the 1540/1841 



to redefine any necessary parameters. 

onut£9.99 

ROBOTEK 64 Model & Robot Control made easy ^ 























































DiCEL ELECROMC* 



PROFESSIONAL DOS ® MIKROTRONIC 
£64.99 POST FREE with Disc Demon operating system 
“The world’s lastest parallel operating system” 


□ Loads a typical 202 block program file in 
under 3 seconds! 

□ 60x faster load (PRG files). 


□ 25x faster load (SEQ files). 

□ 20x faster save (PRG files). 

□ 20x faster save (SEQ files). 


PLUS AN ADVANCED COMMAND STRUCTURE INCLUDING: 


□ fhst format - up to 40 tracks (749 blocks). 

□ 16 function keys: list, run, load, directory, 
format, save, old, verify, etc. 

□ Fload will fastload files up to 250 blocks 
(other similar systems will only cope with 
202 blocks). 

□ Number conversion. □ Reset. 

Q Unique built in file copier will copy files up to 
250 blocks like lightning - multiple copy options 

- perfect for copying Action Replay files. 

□ Highly compatible with commercial software 

- can be switched out for non compatible 
programs. 


□ Speeds up other DOS functions including 
verify, scratch etc. 

□ Comes complete with superfast file and whole 
disk copier free! 

□ Screen on or off during loading. 

□ Enhanced command set - over 30 new 
commands. 

□ Easily fitted - Disk Demon plugs inside the 
1541 and the new operating system chip plugs 
inside the C64/128. Fitting takes only minutes 
and usually requires no soldering. 

□ User port throughbus supplied free - you 
could pay £15.00 for this alone. 


□ Perfect for use with Action Replay 3 - a 
typical AR3 backup will reload in about 3 seconds 
- yes 3 seconds! 


□ Supplied complete - no more to buy. 

□ Works on C128/1541 in 64 or 128 mode. 

-C128 version 


FAST HACKEM 

The Ultimate Disk Copier/Nibbler for C64/128 


0 £69.99 


□ MUITI-MODULE SYSTEM - ALL ON ONE DISK 

□ SINGLE 1541 MODULE 

• AUTO NIBBLER: Copy an entire protected disk 
in 3 minutes. Automatically senses type of 
protection and treats it as normal data to produce 
working copy. 

• NIBBLER: Copy an entire disk in 2 minutes. 

As above but parameters can be set ma.n nfl.iiy 

• EAST COPY": Copy a disk in under 2 minutes. 

• FILE COPY: Copy and file in 9 seconds. 

□ 1541BVRAMETERS MODULE 


• EAT TRACKER: Tht tracks are amongst the 
latest forms of protection. This mode allows you to 
produce a fat track on the disk. 

□ SINGLE 1571 DRIVE (64 OR 128 MODE) 

• EAST COPY: Entire 1571 disk in under 
1 minute. 

• SINGLE OR BOTH SIDES: Will copy C64 or true 
128 software. 

• C64 or 12 modes. 


This is the module that gives Ehst Hack’em its power. The parameters module contains dozens of 
“Rsirameter Keys” that are used to unlock those heavily protected programs. Each parameter is designed 
for a particular software brand or even a particular program. Other copy programs may make strong 
claims, but without special parameters they just can’t cope. Datel will be offering updates to Ehst Hack’em 
on a quarterly basis, featuring 20-50 new parameters plus other improvements as they’re made. Prices to 
be £6 plus old disk. 


□ 1541 PARAMETERS MODULE 

• AUTO NIBBLER: Copy an entire unprotected disk in under 1 minute. Ebatures auto track/sector 


• EAST COPY: Copy entire disk in 36 seconds with verify. 

• AUTOMATIC EASTCOPY: As above but with completely automatic operation. In fact once set up doesn’t 
even need the computer. A must for duplicating disks on a large scale. ONLY £ 1 9 99 



DISKMATE II 

The Disk Utility Cartridge 

□ Disk fastload cartridge. 

□ Up to 5 times faster. 

□ Ehst save. □ Ehst format (10 secs). 

□ improved DOS - single stroke commands - 
load/save/dir/old etc. 

□ Redefined function keys for fast operation of 
common commands. 

Q Powerful toolkit commands including: 
old/delete/merge/copy/append/autonum/ 
linesave etc. 

□ Plus a full machine code monitor - too many 
features to list but it has them all! 

□ Special switching techniques make Diskmate 
invisible to the system. Therefore it is a more 
compatible fastloader than other types. 

□ Diskmate H is £14.99. 

Special Offer!! 

Diskmate II can be purchased on 
the same cartridge as Action 
Replay III for ONLY £39.99 



MIDI 64 


A Full Midi Interface for the 
64/128 at a realistic price 

□ MIDI in. □ MIDI thru. □ 2 x MIDI out. 

□ Compatible with most leading software 
packages including: Seil, JMS, Advanced Music 
System, Joreth, Steinburg etc. 

ONiy £29.99 



MOUSE 

□ CBM 64/128 mouse. 

Q Wide compatibility with software including: 
Blazing Ihddles. 

□ Vfcrks by mimicking joystick so will work in 
any joystick application including graphic 
packages only designed for joystick. 

□ Functions on either joystick port. 

Q Optical system operation. 

only £24.99 

CHIPS 

□ 27128 £3.00 EACH 

□ 27256 £4.50 EACH 


CARTRIDGE 

DEVELOPMENT 

SYSTEM 

□ All the necessary parts to produce an 8K/16K 
auto-start cartridge. 

□ Tbp quality PCB. □ Injection moulded case. 

□ Reset switch. □ 16K EPROM. 

□ “Cartridge Handbook” gives full details and 
tips on building and configuring the cartridge for 
many uses. 

oniy £12.99 

complete with handbook 



ALL ORDERS NORMALI? DESRATCHED WITHIN 48 HRS 

HOW TO ORDER.... 

BY PHONE 

BY POST 

BYPRESTEL/EAX 

Q ^ S 

K/ 

Prestel Rages # 25880000A 

0782 273815 

Send cheques/POs made 

Thx Orders 

24 hr Credit Card Line 

payable to ‘Datel Electronics’ 

0782264510 


DACEL 


ELECiTOniQ 

UNITS 8/9, DEWSBUBY ROAD, FENTON INDUSTRIAL ESTATE, 
FENTON, STOKE-ON-TRENT 

SALES ONI? [ TECHNICAL ONLY 

0788 87881S | 0788 8088S8 _ 





































Key 

Question 


W I own a Commodore 64 
and have some queries that I 
would like your help with. 
Could you tell me if there is a 
way in basic to make the keys 
repeat, like the cursor keys 
and space bar do? 

Af. Stephens 

To make all the keys repeat type POKE 
650,128. To make just the space bar 
and cursor keys repeat, type POKE 
650,0. If you want to stop any keys 
repeating then POKE 650,64 will do the 
hick. 


Disk 

Doubts 


as follows: 

OPEN 15,8,15,"command". 

By using this method you can send all 
sorts of commands to the disk drive, such 
as Initialise, Scratch, Validate, etc. Thus, 
to delete a file from the disk you type 
OPEN 15,8,15,"SO:filename". The S 
tells the drive you want to scratch a file, 
the 0 says it is drive 0 and 'filename' is 
the name of the file you want to remove. 
If you are deleting a lot of files, then it is 
advisable to do a Validate' after you 
have finished, to re-organise the 
remaining files into a more efficient 
grouping. If you don't do this then you 
may find that the 'blocks used' plus 
'blocks free' no longer equals tne total 
number of blocks you started with. This 
is because the disk space will become 
fragmented after a number of deletions. 
To Validate, type OPEN,l 5,8,15/VO". 
If you are going to do a number of disk 
commands one after the other then it is 
more efficient to OPEN the command 
channel with OPEN 15,8,15, and then 
give the commands by using 
PRINT#! 5,"command". 


W I'm writing about a minor 
problem relating to my 1541C 
drive. I purchased it a week 
ago ana have found it very 
easy to use and operate. But, 
after formatting, creating and 
saving a program after 
another program on disk how 
can I remove the previous 
program without re-formatting 
and losing the following 
program. (Eg, how do you 
erase a single program or file 
without having to re-copy the 
others.) This is done by the 
'scratch' command on the C128 
but how can I do it in 64 mode? 

I hope you can understand and 
solve my problem as you are 
the only person who I can ask, 
not to mention, I have a 
growing number of disks full of 
unwanted files and programs. 
P. Mason, 

Birmingham 

To get rid of an unwanted file in 64 
mode you still use the 'scratch' 
command, but you have to do it by 
means of the command channel. The 
syntax of using the command channel is 


80 

Column 

Print 


V I am writing to ask a 
question about tne printer I 
have for my Commodore 64. It 
is an Epson MX-80F/T III and 
has the comprint interface. The 
problem is that when it is 
switched on, and I send a 
listing to the printer, it prints 
only 60 characters per line. I 
tried changing the mode to the 
transparent mode, but when I 
listed the program, it printed 
80 characters per line OK, but 
the paper did not move up for 
each new line. Is there a simple 
poke to correct this error, or is 
there something wrong with 
my printer? Your help is 
appreciated. 

Gavin Hamilton, 

Bearsden, 

Glasgow 

The problem lies not with the computer, 




A cathode-anode-interface, transmogrifier 
with optional sun-roof? A fancy new disk 
drive? or an antique milking machine? Only 
Tommy knows. •. • 


but with the interface and the printer. 
You have to remember that the 
interface will make changes to the 
information sent to the printer 
depending on how the interface is set 
up when it is first powered up. Secondly, 
the printer has a number of small 
switches (DIP switches) which do the 
same thing for the printer on power up. 
The problem with no line feed (LF) is that 
the printer is currently set to expect a 
line feed from the computer. When you 
list a program, the computer only sends 
a carriage return (CR), so the listing all 
occurs on one line. There are two ways 
round the problem: one is to set the 
printer to give a LF after receiving a CR 
(using the DIP switches — see manual). 
The other way is to add a secondary 
address to the OPEN command for the 
printer which will cause the interface to 
do the same thing. The latter method is 
better since you can make the change 
without having to take the case off the 
printer. To find out the value of the 
secondary address, see the COMPRINT 
manual. The COMPRINT is a very 
versatile interface and as a result can be 
a little confusing to set up. The 60 
column printing may well be the result of 
using 'command mode 1', which uses a 
defined layout. I suggest you read the 
manual very thoroughly in order to get 
the best from this interface. 


Compass 

Query 


w When I make a program I 
need to ask the players, 
"North, South or East" etc... so 
could you tell me how to do it 
please? 

PaulAirey, 

Thornaby 

Cleveland 


The actual method really depends on 
how sophisticated you want your 
program to be. However, keeping 
things simple, all you need to do in this 
case is to recognise the first letter of the 
word being input; that way the player 
can type 'NORTH', 'NOR' or 'N' and still 
go North. Without knowing how you 
organise the rest of your program it is 
difficult to be precise as to what to do 
after you have recognised the word, but 
my personal advice would be to have a 
'sub-routine' for each location or room 



you can enter a room from any valid 
direction, yet keep the code for what 
happens in each room entirely 

















# Tips 


separate. The example program below 
gives a basic outline, allowing access to 
a number of locations so that you can 
travel around the 'map' by typing the 
required direction. Happy Adventuring! 

1 FOR P=1 TO 4:READ LOC$(P): 
NEXT 

2 GOTO1600 

3 DATA"N","S","E","W' 

10 PRINT 

15 INPUT"NORTH, SOUTH, EAST 
ORWEST”;A$ 

20 ANS=0: FOR P=1 TO 4 
25 IF LEFT$(A$,1 )=LOC$(P) THEN 
ANS=P 

30 NEXT PrPRINT 
35 IF ANS=0THEN 

PRINT"DUMMY!!I": GOT010 
40 RETURN 

50 PRINT'YOU CAN'T GO THAT 
WAY, STUPID!" 

60 RETURN 

1000 PRINT'YOU ARE IN A CELLAR. 
THE ONLY" 

1010 PRINT'WAY OUT IS NORTH" 
1020 GOSUB10 
1030 ONANSGOTO 
1600,1040,1040,1040 
1040 GOSUB 50: GOTO 1020 
1200 PRINT'YOU ARE IN A SHED. 
YOU CAN GO" 

1210 PRINP'NORTH OR EAST" 

1220 GOSUB 10 
1230 ONANSGOTO 
1400,1240,1000,1240 
1240 GOSUB 50: GOTO 1220 
1400 PRINT'YOU ARE ON A ROAD. 

YOU CAN GO' 

1410 PRINT'SOUTH OR EAST. 

1420 GOSUB 10 
1430 ONANSGOTO 
1440,1200,1600,1440 
1440 GOSUB 50; GOTO 1420 
1600 PRINT'YOU ARE IN A HOUSE. 
YOU CAN GO" 

1610 PRINT'SOUTH, EAST OR WEST." 
1620 GOSUB 10 
1630 ONANSGOTO 
1640,1000,1800,1400 
1640 GOSUB 50: GOTO 1620 
1800 PRINT'YOU ARE IN A GARDEN. 

YOU CAN ONLY" 

1810 PRINT'GO EAST OR WEST." 
1820 GOSUB 10 
1830 ONANSGOTO 
1840,1840,1400,1600 
1840 GOSUB 50: GOTO 1820 
READY 


Frustrated 
of Sussex 
Writes 


W I own a Commodore 128 
and I am frustrated because I 
can't use the 80 column screen. 
Please could you tell me if 
there is a hardware add on so I 
can use 80 column on the 1701 
monitor? 

Darren Goulder, 

Crawley , 

West Sussex 


As far as I know there are at least three 
companies who do adaptors to allow 
the 1701 monitor (or otner composite 
video 40-column monitors) to be used 
with the 80-column RGBI output from 
the 128. However, most of these give 
monochrome only, although this is 
perfectly adequate for things like word¬ 
processing etc. Trilogic are the only 
company I know doing a colour 
adaptor, but it costs a rather hefty £50. 
They also do an even more expensive 
model which includes a TV adaptor, and 
a monochrome version which costs 
£30. They can be contacted on 0274 
684289. Companies doing only a 
mono adaptor are: Robtelc, who charge 
£15 and are on 01 -847 4457 and 
Sabre, who charge £10 and can be 
contacted on 0332 556361. 


User 

Defined 

Garbage 


w On Tammy's Tips, a few 
months ago, you helped most 
of us out with UDG's. (Notice 
the way I said most!) What I 
want to know is, how do you 
make larger graphics move 
without that 'flicker' which is 
made by SCNCLR. For 
example, how do you make a 
circle come towards you, 
without that slow movement (a 
program would be most 
helpful). Or does this need that 
awkward, but good M-code. 
Only one problem with your 
four program on Tommy's Tips 
that month is that I printed it all 
in, and what I got was pathetic! 
Pathetic! 

After all that programming 
(phew!) what I got was letters 
moving across the screen. Is it 
me (I typed it all out twice), or is 
it you? One last point; you've 
shown us how to define the 
letter 'A'; how do you know it 
was 'A'? How do I change it? 
These three queries are the 
only questions that rule my 
life. Please get me out of this 
dilemma (Shakespeare write- 
a-like). 

Paul Hardwick, 

Plymouth, 

Devon 

I am afraid there is no way in BASIC to 
move large 'objects' around the screen 
without flicker, since the time taken to 
draw the new object and then delete 
the old object is much longer than the 
eyes' persistence of vision. In these cases 
m/code is the only answer. Also, in the 
case of a circle coming 'towards' you I 
assume you mean that it gets bigger, 
which involves recalculating the size 


each time through the loop. As for the 
examples in the Tommy Special; firstly 
they were designed to give you an idea 
of the techniques, rather than actually 
be the basis for a games program. 
Secondly, you should have seen a jet 
fighter moving across the screen, not 
letters. In order to see the proper demo, 
you must have typed in examples 1,3,4 
and 5 as a single program. You either 
haven't changed the char set from ROM 
to RAM (example 1), or you haven't 
included example 3 which redefines the 
char set. The character set is stored in 
memory in a certain order, the first 8 
bytes defining the '@' character, the 
next 8 bytes defining 'A' and so on. To 
change any given letter, look up its 
'POKE' value in the relevant section at 
the rear of the manual and then multiply 
this by 8. Add the number you get to the 
start of the charader definition RAM 
address and this will give you the 
address of the first bvte ot that 
charader. You can tnen amend the 8 
bytes to be whatever you want, using 
the techniques described in the article. 
Examine examples 1 and 2 carefully; 
they give you all the information you 
need to do it yourself for any given 
character. 


Missing 

Sprites 


I have just bought a C64 
and I have a problem with the 
locations for sprites. When you 
poke a number, example 

1. (192 into 2040) the sprite 
data for sprite No. 1 will be 
read into location 12288. 

2. (198 into 2040) the sprite 
data will be read into location 

12672 what number would you 
poke into 2040 to read sprite 
data into location 4096? I 
would be grateful if you could 
explain how to work this out. 
Thank you. 

DavidPrince, 

South Shields, 

TyneA Wear 

The data to define one sprite requires 
63 bytes of RAM, plus one byte tor use 
as a system 'pointed, giving a total of 64 
bytes per sprite. Sprite data HAS to be 
in the same 16 kbytes, the sprite data 
can reside (in theory anyway) anywhere 
between 0 and 16383. Since each 
sprite is 64 bytes long, there are 256 
possible start points for any given sprite 
(64 x 256 = 16384). The value that 


goes into the sprite register therefore 
refers to which of the 256 start points is 
being used. By using the formula start- 
address/ 64 = pointer, we get 4096/64 
= 64, so 64 is the number to POKE into 
2040 if sprite 0 data is stored from 
4096 to 4159 inclusive. Do note that 
4096 is not that far above the normal 
start of BASIC, so unless you shift the 
start of BASIC, you won't get much code 
in before you hit the start of your sprite 
data. If you want to store sprite data in 
this area, you would be better raising 
the start of BASIC and storing your 
sprites from 2048 to the new start of 
BASIC. This way you still get a very 
large BASIC area without any danger 
of overwriting either your program or 
your sprite data. Although I said that 
sprite data can reside anywhere 
between 0 and 16383 in theory, in 
practice you must ensure you keep well 
clear of tne first 2048 bytes as these are 
used by the system and the screen 
memory. The only exception to this is the 
cassette buffer, which can hold the date 
for 3 sprites starting at address 832. 


Amiga 

Monitored 


G lownaC128Dwithal701 
monitor. Later this year I hope 
to upgrade to an Amiga A500, 
ana I was wonderingTa) will 
the Amiga run on the 1701? (b) 
if not,please could you tell me 
the price ofa 1081. Your help is 
of great use. 

MarkSampson, 

Kent 

The good news is that the Amiga A500 
will work with virtually any type of 
display. It has outputs for composite 
video, as used by many monitors 
including the 1701; RGB(I), as used by 
the 1901; and RGB(A) whih is the 
output used for the hi-res 1081 Amiga 
monitor. In addition, there will be an RF 
modulator available at about £25 
which will allow the Amiga 500 to be 
used with a standard colour TV. All of 
which means that no matter what sort of 
display you use with your present 
Commodore machine, you can safely 
change to the A500 without having to 
fork out precious pennies for yet 
another monitor. Of course, you can't 
expect quite the same quality n a TV, or 
even a 1701, as you would get on the 
1081, but with the latter costing 
anything between £350 and £400 I'm 
sure you can live with that! 
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A mazing isn’t it? You go 
on holiday, spend two 
weeks relaxing, stuffing 
your face and pouring drink 
down your throat and come 





back feeling in a pretty good 
mood (despite having your car 
broken into in Bilbao) only to 
find that you’ve been stabbed 
in the back. Office atmosphere 
has been tense, bitter 
acrimony is in the air because 
Nick Kelly, a man who knows 
more about pelotta than he 
does football goes to interview 
one of the country’s top 
strikers, from one of the 
country’s top teams two days 
before I return home. What 
should I do to repay 
such dirty double 
dealing? A Hotshots 
special prize to the 
person who 
suggests the best 
punishment. But what 
has been happening in my 
absence from the country? 

Who should burst 
into the Family 
Leisure Centre 
arcade in London's Old 
Compton Street whilst CU 
hack Nick 'Material Boy' 
Kelly and myself grappled 
with Capcom's Street Fight¬ 
er than 'that girl' hotly pur¬ 
sued by photographers as 
she escaped from her own 
birthday party in Grou- 
cho's club. Naturally we 
kept playing • • • 

• Well probably the major 
shock is news of a body blow 
to the software industry. Bruce 
Everiss, the man nobody quite 
remembers is back. The ex 
Imagine, ex, ex etc has 
returned to work with Code 
Masters No sooner was his 
office phone installed than he 
was dialling Hotshots private 
number to tell us how good the 
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company is. “We’re selling 
more games than just about 
anyone else at the moment 
apart from Mastertronic,” he 
crowed down the phone. Why 
do you think budget houses 
are doing so well? I asked 
humbly “Because we’re better 
than full price companies, we 
give better value and more 
often than not we write better 
games. The full price games 
market is dead,” he ploughed, 
on, “Companies like Ocean 
and US Gold are taking the 
p^ss out of kids with much of 
their stuff.” So there you have 
it. The software industry in a 
nutshell. Welcome back 
Bruce.... 

• Who should turn up at the 
Ed’s London penthouse the 
worst for wear in my absence 
but Firebird chief Herbie 
Wright and Sales Manager 
Sean ‘Beefy’ Brennan in 
search of more drink. They 
rampaged through Euge’s 
record collection but the only 
thing they could find worthy of 
play was a 12” copy of Mike 
Oldfield’s Moonlight Shadow. 
No that’s a lie, they put on the 
Jam and pogoed all over the 
sofa instead. Would they do 
that on their own designer 
furniture...? 

• Meanwhile the writs are 


flying. Testy simultion 
company Microprose are 
screaming because Cascade 
have released Pirates on the 
Barbary Coast just as their own 
Pirates sim hits the streets. Just 
what they expect to happen 
because someone uses the 
same word in their title I don’t 
know. 

• Nice to see Zzap crowing 
because Julian Rignall came 
top in the Mega Apocolypse 
game testing, what they failed 
to mention was that he had his 
arse kicked completely when 
he met CUs Daniel Gilbert for 
the Mastertronic arcade 
challenge. See you at the PCW 
show finals guys ... 

• What’s going to be the 
Christmas Number One? No 
prizes for guessing the 
favourite by a mile is Out Run. 
However conflicting reports 
are circulating as to the quality 
of the 64 version. One set of 
rumours suggests that work is 
going badly and US Gold are 
prepared to ship out a version 
in any old state as long as it’s 
ready in time. Another has a 
group of hackers coming into 
the company’s Brum offices 
with a fab version and getting 
signed on the spot to do the 
job. Let’s hope the latter 
version is true... 
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In the knife-edge world of the vigilante there 


r no place to rest,notimetothink-butlooksharp-there \ 

is always time to diel From the city subways to the gangland ghettos you will always encounter the disciples of 
evil whose missi on it is to exterminate the only man on earth who dares to throw down the gauntlet in their path - the 


^Renegade. A breathtaking conversion of the arcade hit by Taito now for your home computer. 
With all the original yplay features. PLAY RENEGADE ■.■PLAY MEAN! 
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"An arcade strategy game with enough 
addictive qualities to turn even the toughest 
coin-op critic into an arcade junky". C fit VG 


Return to an age of mystery and intrigue, a place in which the fabled 
treasure of King Solomon shone brightly with Its glorious wealth. 
Where amongst the network of mysterious rooms lies the next key 
that will bring you nearer to these fabulous riches. Where amongst 
the stone pillars and hidden dangers lie mytid||il creatures that can 
perpetuate your life long enough to reach|jpur ultimate goal. 




CBM 64/128 
Cass.£ 9.99 Disk* £ 14.99 
ATARI ST £19.99 


AMSTRAD 
Cass.£ 9.99 Disk. £ 14.99 
SPECTRUM 48/128K £8.99 


**-*-*-*- Fair 9 


SCREEN SHOTS FROM AMSTRAD VERSION 


TECmO 


U.S. Gold Ltd., Units 2/3 Holford Way. Holford. Birmingham 06 7AX. Tel: 021 356 3388 












